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Greetings 
From Polo 


TOP! Read! 
HELP! 


Who reads goofy letters from the editor, 
anyway? A magazine is like an Big Mac — you 
go right for the good stuff in the middle. But as 
long as you're here, let me wedge this simple 
request inside your cranium: 

"Helllllp!" 

Not just a little bit, but a lot! Here’s what you 
can help us with: 

1. Photos of you and your friends 
playing the Pokémon game: Many of you 
are in leagues at game stores, libraries, 
neighborhoods, or just at home, and we're 
hoping you'll snap a few good pictures for the 
magazine. Heck, we might even accept pictures 
of you playing Pokémon Rummy! 

2. Wild photographs of Pikachu 
and/or your other Pokémon: Take your 
Pikachu with you on vacation and send us your 
best shots. Meeting a famous or popular 
person? Sneak Pikachu into the picture, too. 
Send us these photos and explain them for us. 

3. Monster Creations: We love to see 
your ideas for new Pokémon (see page 82) of 
this issue). Please color them for us — they look 
much cooler when they’re in full color. 

4. Cool Envelopes: We really get a kick 
out of it when your mail is sent to us in wildly 
illustrated envelopes — and you know the mail 
deliverer does, too! 

5. Your Ideas: If you want to see 
something in the magazine, let us know. 


Talk about needing 


find out who if is. 


Got an idea for a new 
Pokémon? Send it in! 


help...Pikachu’s fallen into 
the clutches of a famous 
wrestler. Turn to page 7 and 


Just send your stuff to: 


Pojo’s Unofficial Pokémon 
News & Price Guide 

1-3 Highbury Station Road 
London N1 1SE 


IL 400 ¢ 
Dragonite ‘tthe 


Thanks to Stephanie Ryan 


Oops — | see you're getting antsy. You want 
for sending this artistic 


some of that cream filling, don’t you? Oh, go 


ahead. There’s really a lot of good stuff in the envelope. 
middle this month. 
ee 
\ o- 


ta ng neers oe 
Sri dr in 
“Kane, Jockie to Berg, Cash Lardon, 
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‘issue was greatyand the 

6nd even beller. There is only one 
Atring that | would like you to add: 
“translations for each Japanese card 
Phil Stamp, Newcastle 


Dear Phil: 


: “can give you the most details about 
these cards that you'll find 
| anywhere! Along with translatio 1s of 


_ each card. This gives you the 
opportunity to trade for the powerful 
Gym 1 cards before your friends 
know they’re powerful. In the next 
issue, we'll provide translations and 
ratings for Gym 2. 


Dear PoJo: 
_ I know a lot of people are talking 


the Coast” is actually 
ough it didn’t create 


—- 


Dear PoJo: 

Can you tell me about the next 
Pokémon movie? 

Clifford Chance 


22 Wake Rend Dear Clifford: 
suite ae: The second Pokémon movie was 
peck burn, 1 


released in Japan in summer 1999. 
The movie was titled, Pokémon X — 
Revelation Lugia. From what I've 
heard, this film is about a prophecy 
that if a trainer can bring all three 
Jegendary birds (Articuno, Zapdos 

1d Moltres) together, a fourth 
mystical bird (Lugia) will be released. 
This\bird’s powers are so strong that 
destroy the world! A 
collector called Jirarudan 


Mtl 
> 


for a few years. The foun 
Wizards of the Coast is 

named Richard Garfiel created 
another collectible card game (CCG) 
called Magic: The Gathering, wl 
was the king of CCGs for five 
until Pokémon unleashed its f 


powerful man 
The tl 
The Lord: 


yao 
Vill Ancienthey 


come in a U.S. version 
this summer? 


Japan. | have no clue what th 
movie is about. 


Dear PoJo: 
What is a Rain Dance? 


Dear PoJo: 
What kind,of booster pack 'c: 
get an Ancient Mew in? =") 
Matthew Catscadden, Clifton 


n 
— 


redible Pokémon power of 
Blastoise. Blastoise’s Pokémon power 
essentially lets you bend the basic 
rules, allowing you to play more 
than one water ehergy per turn. 
Which brings me to.a question | am 
going to ask myself... 


Dear Matthew: 

Ancient Mew cannot be obtained 
in any booster packs. It was was a 
movie-giveaway card in Japan, just 
like Electabuzz, Pikachu, Mewtwo 
and Dragonite were here in the U.S. 
Ancient Mew was given away at the 
second Pokémon movie, Revelation: 
Lugia, which is scheduled for a U.S. 
release on July 21, 2000. Hopefully, 
we'll all get a chance to get English- 
language versions of Ancient Mew at 
that time. 
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By Brian Brokaw 


Where do I find 
information about misprinted 
Pokémon cards? I have a 
holographic Jungle card that is 
missing the flower that designates 
it as a Jungle-set card. All of the 
other cards included in the 
Jungle pack had the flower. 

Many cards make it to print 
with minor errors in their text, 
artwork or layout. These types of 
“misprints” are typically corrected 
for future print runs as soon as 
they are identified. When this 
happens, slightly different revisions 
of cards end up in the singles 
market simultaneously. 
Unfortunately, there is no single 
resource documenting 


‘An incorrect graphic appears on this 
first-edition Electrode. It was later 
corrected on all unlimited cards. 
all.of the misprinted Pokémon 
cards ever produced. The PoJo 
constantly receives many reports 

from all over the country 
identifying new, legitimate 


misprints, but there are far too 
many for which to keep 
accurate details, distributions 
and values. While it is true that 
some misprint cards may be 
more desirable to hardcore 
collectors (due to their limited 
distribution/rarity), most 
Pokémon misprint cards are 
produced in such high volumes 
(and with so many other screw- 
up/misprint cards in the same set), 
the values are not significantly 
different from their non-error 
version cards. 

The “no expansion symbol” 
Jungle cards are definitely among 
the more widely distributed, most 
recent misprints of which we are 
aware. These join the ranks of 
many other notable error cards 
from all the expansions (note: all 
of these are legitimate misprints): 

© Base Set “No Picture Shadow 
and 99 in Copyright” cards 

Base Set “Length, Length” 
Bulbasaur and Kakuna cards 

* Base Set “Reversed HP” 
Caterpie, Metapod and 
Vulpix cards 

Base Set “Monster Ball” 
Voltorb cards 
* Base Set “Red Cheek” 

Pikachu cards 

* Base Set “Sideways Fist” 
Diglett cards 

* Base Set “No Damage” 
Ninetales cards 

¢ Jungle Set “Wrong Art,” 
nonfoil Electrode cards 

¢ Jungle Set “Edition d” 
Butterfree cards 

© Jungle Set “Evolution Error” 
Rapidash and Seaking cards 

¢ Fossil Set “Holographic Flaw” 
foil Zapdos cards 


You are allowed to use some of each 
different version of a monster card 
like these Basic and Fossil Zapdos. 


(The details of these print errors 
can be found in gamebooks.com’s 
“Pokémon Trading Card Game 
Fossil Expansion Player’s Guide.”) 
It’s pretty clear that as time 
has progressed, fewer and fewer 
major errors are making it to the 
market. It wouldn’t be too 
surprising if the next U.S. 
expansion set were error-free! 


I’m really confused about 
the duplicate Pokémon cards 
from the different sets. Am 
I allowed to use four copies 
of each version? Or are they 
all considered to be the same 
(like Base-Set Zapdos and 
Fossil Zapdos)? 

One of the great aspects of the 
Pokémon Game Boy games is the 
development of a trainer’s 
captured Pokémon. As each 
monster successfully battles, it 
will gain experience and increase 
in “level.” And with each new 
level, the monster’s abilities 
will increase, as well as possibly 
learning new attack moves or 
even evolving into a higher- 


stage Pokémon. 
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The Trading Card Game 
duplicates this feature by 
presenting the player with 
different strengths of the same 
Pokémon using different cards. 
And, just like the Game Boy 
games, these different-strength 
monsters will be identified with 
different levels. 

For example, Base-Set Zapdos 
shows that it is Level 64. (Look 
for the term “LV. 64” at the 
bottom of the card). But Fossil 
Zapdos shows that it is Level 
40. So, the Fossil Zapdos is 
a lower-level monster and 
his stats reflect this — 
lower Hit Points, lower 
Attack Damage, lower 
Retreat Cost. You can 
clearly identify that 
these two monsters are 
different by declaring not 
just their name, but by 
including their Levels: 
Level 64 Zapdos vs. 
Level 40 Zapdos. 

And here is an 
interesting point: If Level 
40 Zapdos is ever reprinted 
in another set, even if the 
artwork or card layout is 
modified, the attack moves 
and all other game play abilities 
will remain exactly the same. 

In the TCG, a Level 40 Zapdos 
(originally from the Fossil 
expansion) will always have 
80 HP and it will always 

have only one attack 

move — Thunderstorm. 

There is at least one instance 
in the Japanese card game where 
three Base-Set monster cards 
were reprinted as promo cards 
with different artwork but 
identical Levels. Even though the 
artwork on the Japanese “Best 
Collection CD” Level 76 


Charizard promo card is much 
cooler than his already-cool 
artwork in the Base Set 
(also Level 76 Charizard), his 
Pokémon Power, Attack Move, 
and all other game play aspects 
are identical. 

Now, despite the fact that 


different “Levels” allow the card 


designers to recreate new 
monster cards for the same old 
monsters, the four-card rule 
applies to Pokémon based on 
their “name” only. So, when 
you are constructing the 
ultimate 
Lightning 
deck, you 
are not 
allowed 


If Jigglypuff puts Scyther to Sleep 
with the Lullaby effect, will Swords 
Dance be erased? 


to include four copies of Level 
40 Zapdos and four copies of 
Level 64 Zapdos. 

This is because they are both 
“Zapdos” cards. (They have the 
same name.) You can use some 
of each different version of a 
monster card, but you must 
make sure they add up to no 


more than four total cards in 
your deck. This will all become 
slightly more complicated when 
the Team Rocket expansion is 
released, and even more 
complicated when Gym Leader's 
cards finally make it to the U.S. 


If I use Scyther’s Swords Dance 
on my turn, but my opponent’s 
Jigglypuff uses Lullaby and 
puts Scyther to Sleep on her 
turn, will Swords Dance still 
work if Scyther wakes up 
before its attack? Will Scyther 
do 30 or 60 damage? 

Putting a Pokémon to Sleep 
only erases two other kinds of 
effects: Confusion and Paralysis. 
It does not erase any other 
lingering “effects” that may be 
attached to that Pokémon. For 
example, putting a 

Pokémon to Sleep 
will not cure it of 
Poison. The 
Sleeping Pokémon 
will still be taking 
Poison damage 
every turn. 

So, putting Scyther 
to Sleep won't erase 
an effect like Swords 

Dance. If Scyther 
wakes up with a coin 
flip at the end of your 
opponent's turn (Swords 
Dance only lasts for one 
turn), then Scyther would inflict 
60 damage. * 


Brian Brokaw is the co-author 
of the Pokémon Trading Card 
Game Player’s Guide and the 
Pokémon Trading Card Game 
Fossil Expansion Player’s Guide 
(www.gamebooks.com). Be sure 
to submit your questions to him 
at Www.pojo.com. 
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More Pokemon?, 


On March 12 or thereabouts, Pokémon: The First Movie comes out on 
video. Will a Burger King promotion accompany its release? The signs are 
certainly encouraging. 

Logically, it makes sense for Burger King to do a second Pokémon 
promotion, Pokéball recall and class-action lawsuit 
notwithstanding, the Pokémon promotion was Burger 
King’s biggest and best ever. Toys sold out more 
quickly than Burger King had imagined, yet the promotion 
lasted longer than the fast-feeder planned, thanks to 
additional promotions and trading nights. 

Unofficially, it certainly appears that a Pokémon-video-release 
promotion is coming. A wide range of Burger Kingers — from middle 
managers to franchisees - say they've been told a second Pokémon 
promotion will hit this spring, with a similar mix of toys and cards. The 
new promotion also will include trading nights, these sources say. 
Officially, though, Burger King won't say anything about any follow-up 
promotion. The company can’t comment on promotions until two weeks 
before they begin, BK’s public-relations department says. Why? That old BK-McDonald’s 
thing again. If Burger King says it'll be doing a Pokémon promotion in a month, that 
gives McDonald's at least a week to come up with a dynamite counterattack - and a 
week's a lifetime in the fast-food promotions business. ~ 

It doesn’t really matter that logically a BK-Pokémon promotion makes sense, or that unofficially BK 
people are saying there will be a follow-up Pokémon promotion. Burger King corporation is handing out a 
polite “no comment,” and that’s that. 

So will there be a Burger King promotion for the Pokémon video release? Almost 
unquestionably. But you didn’t hear that from us. -Kit Kiefer 


CHECK OUT 


BK’s Replacement Policy 


Rey-lop 
#114 Tangela 


Gold-Plated 
Togepi card 
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would you date? What they’re saying about 
Erika 11% . Pokémon ie 
Sabrina % _ ‘While Power Rangers had*the. 


Nurse Joy 16% story line without the coltecting 
Officer Jenny 11% and Beanie Babies™ had the 


Jessie 12% R this augurs Wéllifonsthe. future.” 
Results of 6,700 votes cast 
at www,pojo,com The New YoreTimes: 
November 13, 1999 
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If you were Brock, who 1 Poké Chips... 


Misty’s Sisters 28% ! > eeeetneniious the cry 
Misty 13% 7 Wiine»Pokémon Alo 
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Tighe NOW _ 


Nintendo's Got Game: As you can see from the game’s box art, the forthcoming 
Pokémon Trading Card for Game Boy will include a limited-edition Pokémon TCG card from 
Wizards of the Coast! For anyone unfamiliar with the game, it’s best described as a “virtual” 
version of the ultra-popular card game. You can even link two Game Boys to challenge a friend! 
A word of warning: Nintendo routinely offers such premiums for a limited time only, so you 
might want to preorder the game today to ensure getting the card. 


SRENON Pokémon Yellow Extinct!? The most-wanted toy for the past Christmas sea- 
Chat f son was Nintendo's Pokémon Yellow bundle, according to product-tracking site gazebo.com. Using reports 


from thousands of retail stores nationwide, gazebo.com determined that fewer than 5 percent of stores 
surveyed had any in stock over the survey period, and the last reported sighting occurred at 9 a.m., 

é December 4 at a Toys “R” Us in Niles, Ohio. Were you there? Did you see it? Or perhaps you were the 
} person who relieved the Niles Toys “R” Us of its last Pokémon Yellow bundle. If so, come forward. We want 

J) to know who you are. This could be bigger than the sighting of the last passenger pigeon. 

X Marks the Spot: In April 2000, Nintendo plans to release Pokémon X, an Internet-based game that will allow 
Poké-fanatics to trade Pokémon online and receive exclusive items from the Nintendo Network for your Pokémon. 
Players will need an adapter (to be released around the same time), which is used to attach a Game Boy unit toa 
cellular phone, allowing access to the Internet. 


A Case of Pinkeye: Hasbro has redesigned its Butterfree plush toy with pink eyes, replacing a 
version with white-and-pink eyes. Hasbro hasn’t given a reason for the switch. There's been no bump in 
secondary-market demand for either version, and Hasbro isn’t saying whether Butterfree’s case of pinkeye 
is contagious. 


Flash! Jigglypuff Cleans Up Muk! When you think about it, taking Charmander into the bathtub is 

a really bad idea. Either you put out his fire, rendering him just about powerless, or that darn flaming tail makes your 
bath so hot you can’t stand it. Cosrich Group understands. That's why its new line of Pokémon Character Baths, Shower 
Sudz, shampoo, lip balms, bath poufs, body art and gift sets is 100 percent Charmander-free. The line is packaged in 
quasi-collectible character bottles featuring Pikachu, Blastoise, Jigglypuff, and everyone’s idea of a fashion plate, Venusaur. 
Prices range from $1.99 to $3.99 at retail and drugstores nationwide. 


Gold Is Gone; So Long, Silver: Pokémon Gold and Silver Color Game Boy is sold out in 

E] Japan; stores are no longer taking orders, but not to worry: The color Pocket Pikachu is out. Retail price 
is about $30. They allow you to connect two Color Pikachus to pass points, and they can also be 
connected to the Gold and Silver games. D-Mart and Daiei stores in Japan were selling a 

clear-orange Game Boy as well as a special clear-orange Nintendo 64 with two controls. 
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By Dave (Chipmunk) Eckhard 


were many exceptional cards that did not make the list, 
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IMOVIE PROMO MEWIWO 

This is the most broken card that you can 
play in a tourney right now. This Mewtwo 
is very strong, and is even faster if you 
build your deck around him. Energy 
Removal only stunts him a turn, since he 
has an attack to get his energy back 
Mewtwo is making tourney-winning decks 
play a resistance fo Psychic, play Psychic 
or have Ditto to fight Mewtwo off. This 
Pokémon just alters the game so much 


that it had to take the top spot. 


ELECTABUZZ 

Electabuzz is one of the fastest 
Pokémon in the game. He only 
needs one colored Energy to do 
either attack. This makes him 
great to just throw in without 
having to make Electric a major 
color of your deck. His 70 HP is 
a plus, letting him take hits 
while he is dishing them out 


HITMONCHAN 

Hitmonchan is the original 
powerhouse in Pokémon. The speed 
and the high amount of damage for 
a low amount of eneray is the main 


reason a major deck archetype was 
based on him. He is the central point 
of the “Haymaker.” The 70 HP also 
helps him out with absorbing hits, 
but almost every winning deck has a 
resistance fo Fighting, which hurts 
Hitmonchan pretty bad: 


5 


ad ° 
¥ Pie get ly 
Ls > Trading Game Cards" 
After spending countless hours reviewing many cards, | have finally decided on my Top 10 Pokémon and my Top 5 Trainers. It was a hard decision 
‘on all of them. | looked at how much impact a card had on the game, along with versatility and any overall power it brought to Pokémon. And there 
but deserve a great honorable mention. Here are my Top 10 Pokémon and Top 5 Trainers: 


\e 


MMOLTRES 

Nollres’ firepower is in his first 
atfack, Wildfire. The ability to 
take out the top card of your 
opponent's deck con be more 
devastating than many people 
think. It could just be an energy, 
or it could be a vital Pokémon or 
Trainer that they need. Moltres 
also adds the needed speed that 
stall decks need to beat the tim 
limit in DCI-sanctioned tourn 


MAGMAR 

At first glance, Smokescreen 
doesn’t look like « powerful 
attack, but it really is. Your 
opponent either has fo risk the 
chance that the attack will fail, or 
he has to retreat that Pokémon fo 
remove that effect. Smog also 
works great and adds some need: 
firepower to Fire that has bee 
lacking in the first two sets 
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| drawing that this card figure out what your prizes are by seeing 
: | allows helps any deck pull what cards aren’t left in your deck. You can 
: out of a jam. All you have ff then adjust your strategy, knowing what's 
wi to do is wait for your hand left in your deck. Then grab a key card 


SUPER ENERGY SCOOP UP GUST OF WIND 
Sr ) REMOVAL Another powerful Trainer Theveonimonimarenthe: 
This is the most powerful that’s almost list for two reasons. First, 


Energy Removal 
your opponent's situation 


Trainer. The loss of one 
energy doesn’t show up 
us a major drawback 
because the loss of two 
energy on your 
‘opponent’s Pokémon is so 
powerful. It can cut many 
strong Pokemon from 
heavy fighters to big 
punching bags. 


90% of the time, you're 
going fo gust in a 
Pokémon that you can kill 
that some turn. This turns 
the text of Gust of Wind 
into “draw a prize card.” 
Second, more stall decks 
are beginning to use this 
card to stall against decks 
with high retreat costs. 


harder, since each Scoop Up 


eventually robs him of a 
prize that he would have 

drawn. The slight drawback 
is that it hurts an evolved 
Pokemon 


but that’s small 
compared fo what Pokémon 
Scoop Up can be used for 
like Chansey. 


PROFESSOR OAK 

Unless you're playing a 

stall deck, this card should 

be a staple. The major card [im 


COMPUTER SEARCH 

This card offers a major advantage when 
played for the first time. When looking for 

a card fo pull aut of your deck, you con [i 


to become small or filled b 
with cards that you don’t 


that can pull you out of the situation. 
A well-timed Computer Search decides 


| plan on using. many games. 
rie." <5 See 
jp $e “goss r ae 
Al \ | z —{— “Haymaker™ variant. | was up on Prizes, 
|] shite Po 
By Gordon Kane ; BA 
Fortunately, fime was called right in the posse 
ees (Fubarduck) Harvey nick of time for me after 20 minutes (of te) 
ge: St : | ; | 
| DCI Ranking: 26 (as of 12/09/1999) ie ! e net ce bunthe lca a | 
eee forced us fo finish our game, ignoring the amy @ | 
J} Tournament Location: Game Closet, Waco, TX pianecced tine isn e spe 
| hearing this nonsense, | went out in style | 
What do you like best about the Pokémon 16? by Oaking my remaining deck away. | 
| I'm looked up to by little kids and it’s the first successful trading What kind of deck do you dread having to fi against? 
| card game besides Magic: the Gathering. Rain Dance.” Although | fear “Haymaker,” there's nothing worse 
What do you dislike about it? than having to deal with a second-turn Blastoise with full energy. 
| Redundancy of gameplay and that many situations are decided - 
: more by luck (coin flips). 
Do you find casual play or organized competition to be more fun? 
: Organized competition is definitely more fun. Being a compe! | 
| 


person, | find casual play very dull and pointless. Also, in 
organized competition, it’s easier fo enforce the game rules. 
What was your most thrilling victory? 


with a Dratini and my opponent had o 50 HP Basic Pokémon. | 
went first and played a Double Colorless Energy and did 10 
damage to his Pokémon. /My opponent's Pokémon failed on his 
Paralysis attempt and gave me the go again. On my second turn, 
| evolved Dratini to Dragonair, played a second Double Colorless 
Energy on it, and used Slam. | successfully flipped two heads in a 
row and took the victory. 

What was your most crushing defeat? 


It was against Scolt Gerhardt. We trash talked a lot about Pokémon: 
when it came out, arguing about who had the belter deck. He told 


me to come up fo a tourney in Plano, TX, so | did. But he didn’t 
even show up. | won that tourney 5-0, so the pressure built up 
even more for me to succeed against him. 

Finally, | returned and faced Scott in the final round of the 
tournament. | was playing a “Rain Dance” deck and his was 


Against Patrick Clancy in a game we were play testing. | started out 


Glendale, AL 


Milton, ON, Canada 


Erial, IN 
| 
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By Kit Kiefer 


You can’t get away from grades. 
It’s bad enough that report cards 
and job evaluations hunt you 
down; now grades are creeping 
into Pokémon cards. 


Relax. It’s not 
that bad — you 
don’t have to 
grade your cards. 

But card grading 

is already beginning to alter 
Pokémon-card collecting, and it’s 
only going to get worse 
in 2000, 

Card grading involves sending 
your cards to a grading service, 
which scrutinizes the cards, 
assigns them numerical grades, 
encases cards and grades in 
tamper-evident plastic “slabs,” 
and sends them back. 

For this privilege, the service 
relieves you of $5-60 a card, the 
price depending on speed, 
service, volume and value. 

It’s obvious from the prices that 
it’s silly to spend $5 to send a $5 
card toa grading service. Graded 
cards sell for more money than 
otherwise identical non-graded 
cards, but not twice as much. Yet 
the idea that graded cards bring 


any extra money at all is what 


makes grading so attractive to 
buyers and sellers. 

Card grading eliminates the 
guesswork from buying a card, It 
does an end run around expertise. 
The buyer doesn’t need to know 
saint from near mint, condition 


rarity or how to detect counterfeits. 
‘He just needs to know the grade 
and card number, so he can look it 


up ira price guide. 


~S 


akin 


Do you reall 


Sound a little cold? Stock- 
market-esque? Anti-fun? 
Un-collector-ly? That's the point. 

Whenever collectibles get hot, 
a buyer appears who doesn’t care 
about play value or star value or 
emotion or holofoil. He wants 
the stuff that will go up in value 
the most. 

The appearance of these buyers 
is inevitable. They've hit coins, 
cards, comics, autographs, guitars, 


watches, stamps, you name it. | think 
they used to bug King Tut by asking 
him, “Which death mask do you 
think will go up more: the silver-and- 
turquoise or the plain gold?” 

You can’t keep these buyers 
away from Pokémon cards. 
They've seen the prices. They’re in. 
But because their knowledge 
of Pokémon cards is that of a 
prairie dog, they have to be able 
to buy and sell Pokémon cards 
without knowing anything 
about them. 

Voila! The graded card to the 
rescue. No need to know what 
Fire Spin does or what “HP” 
means. The only numbers that 
matter are the grade and the 
dollars it demands. 
~ Irealize this is somewhat harsh. 


_ Some people have their cards 


graded because they like having a 
2'?-by-3'2-inch piece of cardboard 
encased in a hunk of plastic the 
size of an Isaac Asimov anthology. 
Of course, there's no accounting 
for taste. 


into a frozen pork belly? 


Which brings us to you. Should 
you have your cards graded? If 
you play with your cards at all, 
don’t grade them. Grading turns a 
card into a commodity. Cards with 
game value turn into frozen pork 
bellies right before your eyes. 

On the other hand, grading 
makes sense if you have surplus 


high-value cards, are willing to 
spend $25 to gain 10 percent 
over book value for your cards 
and intend to sell those cards 
yourself (either person-to-person 
or in an auction). 

Should you buy graded cards? 
Probably not. When you buy a 
graded card you’re not only 
buying a commodity, but you're 
on the wrong side of the value 
equation. You're paying the 
grader and the seller for 
knowing about that card, even 
though you probably know more 
about it than the two of them 
put together. As the prairie dogs 
say, there’s no upside. 

One last word about grading: 
It’s here to stay. Grading services 
came into coins and sports cards 
when they were hot and became 
even more important after the 
markets cooled off. So you'd 
better get used to Pokémon 
cards as paperweights and pork 
bellies — it’s the wave of at least 
part of the future. * 
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By Gary Mollohan 


Super Smash 
Bros. (for N64) 


Score: QQV99 
Something has gone wrong in 

the happy-go-lucky world of 
Nintendo — former pals Mario, 
Yoshi and Donkey Kong are duking 
it out like Jerry Springer guests 
during sweeps week, and not even 
the company’s newest superstar, 
hyper-cute mouse Pokémon 
Pikachu, is immune from 

the madness! 

Now, for those of you about 

to say, “But | don’t like fighting 
games...,” and turn straight to 
The Deck Garage: Wait a second 
— this is not your typical fighting 
game. Nintendo has dispensed 
with the complicated button 
sequences, health bars and boring 
square arenas normally associated 
with that genre and started 

from scratch. 


Instead of squaring 
off against a single 
Opponent, up to four 
players compete 
simultaneously in Team 
or Free-For-All Battles 
on multi-tiered arenas. 
And rather than simply 
attempting to drain foes of all their 
energy, the goal is to string together 
successively mightier blows to 
knock them into the stratosphere! 
(Each character does have 
something called a Damage Meter, 
but this is merely a visual indication 
of how close he or she is to being 
knocked off the stage.) 

Graphics: Nintendo games 
always score high marks in this 
category, and Super Smash Bros. is 
no exception. All of your favorite 
characters are easily recognizable, 
and many of their signature moves 
are intact. True to his platforming 


OME Ir €U7, 


uasyyourfayorite 
Nintendo/characters 


roots, Mario, for instance, uses lots 
of jumping attacks, while Yoshi 
grabs foes with his gecko-like 
tongue and, after swallowing them, 
expels them in egg form out his rear 
end. (Gross but effective!) 

Each character also has his or her 
own theme arena, filled with lots of 
little graphic touches. In Fox 
McCloud’s arena, players fight atop 
a moving space ship, complete with 
tiny fighters that can be used as 
moving platforms, while Link’s 
arena is a grand Hyrulean castle. 

Equally exciting are the power- 
ups randomly distributing 
throughout the playfields; among 
others, players will find Mario’s 
giant mallet, Fox’s ray gun and 
Donkey Kong's infamous barrels. 
Even more exciting for Pokémon 
fans, you can grab Poké Balls and 
use them to summon random 
pocket monsters, which use their 
trademark attacks to clobber your 
enemies. Among others, we've 
spotted Charizard, Hitmonchan, 
Blastoise, Onix and Chansey — and 
that was just during the first hour! 

Sound: While the music is 
virtually nonexistent, many of the 
sound effects, such as Mario's 
trademark “boing-boing” jumping 
sounds and Pikachu's “Pi-ka!” 
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battle cry, are lifted directly from 
previous games and add greatly 
to the atmosphere. 

Another nice touch is an 


imaginary audience that can be 
heard ooh-ing and aah-ing at the 
action. Put together a particularly 
impressive string of attacks, and 
they might even start chanting 
your name. (Well, maybe not your 
name, but your character’s name 
— you get the idea.) 

Control: The game positively 
shines in the control department, 
too. Virtually all of the commands 
can be learned in the first five 
minutes, yet there are plenty of 
nuances for more-experienced 
gamers to master. The bonus 
rounds, in particular, take loads 


Do you own a 


Nintendo 64? 


Yes 69% 
No 31% 


Results of 4,652 votes cast 
at www.pojo.com 
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of practice to complete. One 
minor quibble: Using the control 
stick to jump is a bit awkward — 
VIl take a jump button 

any day. 

Overall: super Smash 
Bros. may be a great party game, 
but as a one-player contest it’s a 
bit too short and simplistic. The 
aforementioned bonus rounds 
will keep you busy for awhile, as 
will unlocking all of the hidden 
characters. However, the game 
doesn’t have enough depth to 
keep hardcore fighting fans 
occupied for long. 

Still, casual gamers — and 
anybody who loves Nintendo's 
classic characters — will find 
much to like about the game. 3€ 


Do you own a 
Sony PlayStation? 
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iNT) 53% 


Results of 4,315 votes cast 
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GAME PLoys | 
Hints and tips for 
mastering Pokémon 
Yellow for Game Boy 


By Aaron Teare 


A: You only get one chance to catch 
this legendary bird, so make it count! 
You need to reduce Articuno’s health 
to a sliver as well as put it to sleep 

in order to capture it. Since this usually 
takes more than one try, be sure to 
save the game beforehand. This 

advice also pertains to Zapdos, Moltres 
and Mewtwo. 


A: In the Yellow version, Pikachu 
refuses to evolve, much like in the 
Animated Series! 


A: You will have to trade if you want 
Weedle, Kakuna, Beedrill, Ekans, Arbok, 
Meowth, Persian, Koffing, Weezing, 
Jynx, Electabuzz and Magmar. 


A: No, the two different versions are 
NOT compatible. 


‘A: You won't be able to use the Surf 
ability until you obtain the Soul Badge 
from Koga in Fuchsia City. Once you 
obtain this badge, you‘ll be able to 
Surf the waves! Other badges allow you 
to use other HMs; for example, the 
Thunder Badge allows you to use Fly! 


A: This question is similar to the 
previous one. Certain Badges allow you 
to control higher-level Pokemon. For 
example, the Marsh Badge gives you 
control over Pokémon up to level 70! 
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Pokédex, bursting with stats 


Guide. Stop by Pojo's sa 


more than 250 Pokémon. 
your vote at PoJo’s Polls and find 
tabulated results in Pojo's 


Unofficial Pokémon News & 
Price Guide Monthly. 
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Dan’s inleracve 
Pokémon TCG Demo 


members.xoom.com/elliot493/Pokemon/ 
poke.tutor.html 


Need some helpful pointers on how to play the 


| Pokémon trading card game? Log on and watch a 


step-by-step demonstration with card displays as 
your guide. Learn how and why certain moves 


] and strategies were used in battles against your 
] opponent. This is your id i 
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Topps Pokémon Web Site 


www.topps.com/pokemon/ 
pokeindex.html 

From trading cards to lollipops, you're in for a 
treat when you stop by the official Topps Pokémon 
Web site. Feast your eyes on the TV and Movie 
Animation Trading Card Editions, an easy-to-follow 
card checklist, tasty PopZoids, collectible stickers 
and more! 
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Bean Bag World Daily 
Web site 


www.beanbagworld.net 
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Is your bag Pokémon bean bags? Are you a 
Pokéfanatic? Sign up at the home page and 
watch for “The Pokémon Daily” news bulletin 
— delivered directly to your e-mail address 
everyday...for FREE! 


Tiger Electronics Ltd. 


www; sat com/tigertoys/prepoke.html 


What new Pokémon toys 
| are being unleashed? Check 
out Tiger Electronics’ news 
page and online catalog to 
view late-breaking product 
reports. Register for a free 

Tiger Toy Federation 

«| membership for your chance 
to enter exclusive Internet 

| contests. Review Tiger's 
current toy list and provide 
offer user feedback at the 
easy-to-follow online form. 
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Will Pikachu forgive Ash? Can the devious 


“Sherman, set the Way-Back Machine to 1975.” 

“19752!” 

Yes, Pokémon’s roots date back to the wacky ‘70s 
and a bug collector named Satoshi Tajiri. Satoshi 
accumulated lots of insects and creatures back then, 
and just loved beetles. In fact, his friends called 
him “Dr. Bug.” 

But just like his 
six-legged friends, Dr. 
Bug evolved. In 
the early 1980s, 
Satoshi 
developed a new 
passion: video games. 
He spent so much time 
at video arcades that 
one arcade gave him a 

full-sized Space Invaders 


Team Rocket be stopped 
in time? Will Misty ever get her bike back? Find out by tuning into our 
reviews of every Pokémon cartoon, starting with episodes 1 through 9! 


machine to take home! (Remember, the original 
Nintendo Entertainment System didn’t come out until 
1985, so if you wanted to play a good video game, 
you had to hit the arcades.) 

In 1982, Satoshi and a few friends started a 
magazine called GameFreak. We've seen that name 
plastered on Pokémon stuff, and lots of us no doubt 
wondered what it was. Now you know - it was a 
video-game magazine. GameFreak publicized tips, 
Strategies and cheats. 

When Nintendo Game Boys hit the market in 1990, 
Satoshi and his friends took one apart to figure out 
how to design their own game. Satoshi’s basic idea was 
to allow people to collect bugs on their Game Boys 
and use the trading cable to trade bugs with friends. 

Satoshi sold this idea to Nintendo, but it took his 
company six years to complete the game. The Red aud 
Green versions hit Japanese streets in 1996, and sales 
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grew steadily. The game sold more than 4 million 
copies in its first full year. (Note: Ash is called 
“Satoshi” in Japan, after his creator, and his main 
rival, Gary, is named “Shigeru,” after the guy 

in Japan who created Super Mario Brothers.) 

In 1997, Satoshi and GameFreak were asked 
to license an animated Pokémon cartoon series. 
Satoshi agreed, but forced the storywriters and 
animators to play all the way through the Game 
Boy game so they would appreciate what Pokémon 
was all about. The cartoon creators then made 
the series a soap opera based on things that 
happen when you play the Pokémon Game 
Boy game. 


In September 1998, the Pokémon cartoon series 
(produced by 4Kids Productions) premiered in the 
U.S. on the Kids’ WB! network. The cartoon actually 
came out before the Red and Blue game cartridges. 
And we all know what happened in the subsequent 
year and a half. 

Since the Pokémon cartoon is plotted like a soap 
opera, we decided to get you caught up on the early 
episodes so you can better follow the current ones. 
On www.pojo.com, we maintain reviews of all 
Pokémon episodes, and we usually let fans write the 
reviews. We decided to let you watch the first nine 
shows through our fans’ eyes, since it’s sink 
more fun that way. 


MEPISODE I: 


The first episode of Pokémon starts off in 
Pallet Town with Ash yearning to become a 
Pokémon Trainer. Ash is 10, and awaiting the 
day he gets a Pokémon from Professor Oak. 
Overnight, Ash fidgets in his sleep so much about 

choosing Charmander, Bulbasaur or Squirtle that he 
breaks his alarm clock and oversleeps. 

The next morning, he gets a very late staft 
misses what the other Pokémon trainers pi 
though he gets to see his rival throughou 
cence, the obnoxious Gary, grandson off 
Oak. Ash finally meets with Professor ¢ 
that Bulbasaur, Charmander and Squi 
picked. 

Ash gets the last Pokémon, Pika¢ 
Pikachu holds a grudge against Ash 
feelings with Thundershocks. Nonet! 
heroes set off on their “merry” way td 
They encounter a Pidgey, which Pikach 
fight. Ash tries to catch it in a Pokéball, but the bird 
escapes. Ash sees a bird-Pokémon’s shadow and 
decides to be unsportsmanlike and catch the Pokémon 
by throwing a stone at it. It wasn’t a Pidgey, but a 
Spearow. After the Spearow tries to attack Pikachu, 
Pikachu zaps the bird. The Spearow returns to its flock 


Reviewed by ExRayAOK 


to call hundreds of Spearows. The flock 
and Pikachu to a raging river. Ash holds 


achu tight, 


Spearows and heads for Viridian City’s Pokg 
Center, with the enraged Spearows still in 


topple off the bike into the mud. Ash staggers. 
up, still disbelieving that his first day as a Pé 
trainer is turning into a nightmare. 

Ash tells Pikachu to get in a Pokéball for $a 
then turns to the Spearows and announces tha’ 
catch all of them because he will become a Pokémon 
master. He is ready to accept the pecking of a lifetime 
until Pikachu rushes in and Thunderbolts all the 


ie will 
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Spearows. As the storm lifts, Ash lifts Pikachu, Pikachu 
licks Ash a sign of affection and trust and Ash 
quickly makes his way to Viridian City to heal his new 
friend. 


MBEPISODE 2: 


Pokémon 
Emergency 


Reviewed by Anonymous 


This episode begins with 
Ash racing into Viridian City 
with Pikachu in his arms. 
He's pulled over by Officer 
Jenny, who believes he’s a 
Pokémon thief. Ash 
convinces her otherwise 
and gets her help in 
taking Pikachu to the 
Pokémon Center. 

While Ash is waiting for Pikachu to 
heal, Team Rocket busts in and tries to steal all the 
Pokémon in the building. When Ash tries to stop 
them, they send Ekans and Koffing to defeat him. 
After a lot of running around, Pikachu 
Thundershocks Team Rocket and blows up the 
Pokémon Center. Confident in Pikachu's abilities, 
Ash walks into the Viridian Forest. 


Pidgeotto to battle. Misty comes out then, since 
Caterpie is in its Pokéball. Ash captures the Pidgeotto, 
but then Team Rocket blasts in on all their fun. James’ 
Koffing squirts Sludge in Pikachu's eyes, making him 
unable to battle. Pidgeotto tries to fight but faints. 
Caterpie saves the day with its String Shot attack. 
Misty decides to make friends with Caterpie, but when 
she goes to pet him, Caterpie evolves into Metapod! 


MBEPISODE 3: 
Ash Catches 
a Pokémon 


At the end of the last episode, Ash tries to 
catch a Caterpie. He catches it, and even 
though it is in a Pokéball, Misty is still afraid 
of it. When Ash lets it out for her, she runs away. 
While Misty acts like a scaredy cat, Ash finds a 
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mi EPISODE 4: 


Challenge of 
the Samurai 


As Ash continues through the Viridian 
Forest, he finds a Weedle and sends out 
Pidgeotto to battle it. After weakening it, 


Reviewed by Anonymous 


Ash is about to try to capture it when a strange 


boy interrupts him and challenges him to a 
Pokémon battle. Ash doesn’t notice 
the Weedle getting away until it’s too late. 

Ash accepts the challenge and sends out 
Pidgeotto. Unfortunately, Pidgeotto is too tired 
from the battle with Weedle to be of much help. 
Next, Ash sends out Metapod, and the Samurai 
sends out a Pinsir. Pinsir is unable to crush the 
Metapod because of its hard shell, so the Samurai 
calls back Pinsir and sends out his own Metapod. 

The result of this battle is predictable. Since all 
the Metapod know is Harden, they sit in the sun 
for hours while Misty and Pikachu sunbathe. 
Eventually, a horde of Beedrill attacks the group 
and steals Ash’s Metapod. The group gets away, 
but Ash feels like a loser Pokémon trainer for 
allowing the Beedrill to steal his Metapod. The 
group takes shelter in the Samurai’s home, and in 
the morning, Ash tries to steal 
back Metapod. 

Unfortunately, Metapod is surrounded by 
Beedrill and Kakuna, which wake up when Team 
Rocket insists on shouting its theme as loud as 
ever. Ash manages to make it past the Beedrill and 
retrleve Metapod. Team Rocket is not so lucky. As 
Ash is about to get stung by a Beedrill, Metapod 


gets in the way and stops it. This prompts 
Metapod to evolve into Butterfree. Butterfree 
immediately uses Sleep Powder on the Beedrill. 

The group bids farewell to the Samurai, and 
goes on to Pewter City. 


WE EPISODE 5: 


Showdown in 
Pewter City 


Ash finally exits the Viridian Forest. As he 

rests, looking at Pewter City, he encounters a 
cryptic old man talking about stone. Ash leaves him 
and heads for the Pokémon Center. His Pokémon 
healed, Ash decides to try for the Pokémon regional 
tournament, but discovers he needs to collect eight 
badges from the Gym Leaders around the world. Misty 
offers to help, but Ash refuses. She doesn’t talk to him 
for the rest of the episode. 

Ash heads to the Pewter City Gym and challenges 
Brock to a duel. However, Brock’s Onix easily defeats 
Pikachu. Ash leaves, but runs into the old man again. 
He takes Ash to see Brock’s family — 10 little brothers 
and sisters. The old man then takes him to a windmill 
to supercharge Pikachu. With Pikachu powered up, he 
heads back to defeat Brock. 


Reviewed by R. Gutier 


Brock sends out a Geodude, which easily beats 
Ash’s Pidgeotto. However, Ash’s Pikachu torches the 
Geodude. Brock then sends out Onix. As they battle, 
Pikachu accidentally starts a fire, which activates the 
sprinkler system. Onix becomes weak, but Ash leaves, 
saying that would be an unfair victory. Ash leaves 
Pewter City, but Brock chases him down and gives 
him the Boulder Badge. The old man 
reappears and reveals himself as Brock’s long-lost 
father. He tells Brock to go with Ash and says he will 
take care of the family. Ash and Brock leave, followed 
by Misty. 


WB EPISODE 6: 


Clefairy and the 
MoonStone 


After winning the Boulder Badge from the 
Pewter City gym, Ash and Misty are now 
joined by Brock. They are traveling toward Mt. 
Moon. Legend has it that a meteor crashed into 
the mountain many years ago, leaving a mysterious 
rock called the Moon Stone. 

All of a sudden the gang hears screaming and 
sees Zubats attacking a man. Of course, Ash pulls 
out the Pokédex to get information, but Misty insists 
that they help. 


émomma 
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Pikachu Thundershocks the Zubats back to their 
cave. The man gets up and gives Ash and Pikachu a 
big hug. Pikachu doesn’t like it and shocks everyone. 
The man is Seymour the scientist. He spouts poetry 
about how good it is to be alive after the attack. He 
says he is at Mt. Moon to investigate the Moon Stone. 
He believes Pokémon came from outer space and 
their spaceship was the meteor. 

They all go in the cave, which has lights strung all 
over, confusing the Pokémon that live there. Seymour 
says troublemakers have put up the lights and are after 
the Moon Stone, which supposedly can increase a 
Pokemon’s power. At that point, a Clefairy jumps out 
with something in its hand. Ash wants to capture it, 
but Seymour says he can’t. All of a sudden, we see 
Meowth’s shadow, which frightens the Clefairy. 

Then Team Rocket appears, using a pickaxe and 
shovel in their theme routine. Seymour says, “They 
sure are showoffs,” and the gang argues with Team 
Rocket. Out come Koffing and Ekans — and 
Butterfree. Brock throws a Pokéball. Butterfree teams 
with a Zubat that he captured earlier to defeat Team 
Rocket. However, Meowth escapes. Meanwhile, the 
Clefairy skips out of the cave, with Misty and Seymour 
right behind. They try to help it, but it ends up knock- 
ing all of them in the water, Meowth included. Misty 
counters with Staryu, who fills Meowth up with water. 
He literally blasts off. 

The gang is resting at sunset. Pikachu and Clefairy 
start talking and become friends. They have something 
they want to show everyone. They enter a cave that 
has the sparkling Moon Stone. The Clefairy lays a frag- 
ment at the base and all the Clefairy come out and 
start singing and dancing around the stone. Pikachu 
and Clefairy talk and the gang tries to interpret what 
they say. It’s a funny scene — especially when Ash 
thinks they are saying the Clefairy collect rocks and 
do the Macarena! 

Of course, Team Rocket spoils the fun. A terrified 
Seymour tries to save the Moon Stone, but he trips on 
Meowth’s foot and loses his glasses. Out come Ekans 
and Koffing. Ash and Brock use Pikachu and Onix, 
but Koffing’s smokescreen blocks everyone’s view. 
When the smoke clears, the stone is gone. Team 
Rocket has the stone tied to a sled, but Onix manages 
to make them crash the sled. Seymour and Clefairy 
pop out of a hole. The Clefairy begin waving their fin- 
gers and singing “clefairy” — the metronome attack. 

There's a big explosion with Clefairy, Moon Stone 


and Team Rocket blasting into the air. As the Moon 
Stone pieces float down, they land on some Clefairy 
who evolve into Clefable. The Clefairy and Clefable 
sing and jump around happily. Seymour decides he 
wants to live with the Clefairy and travel with them to 
outerspace. 

Our friends leave on their way to Cerulean City. 
They see a sign that says, “Gary was here. Ash is a 
loser.” Ash goes ballistic and runs on to Cerulean City. 


MBE PIODE 7: 


Flowers of 
Cerulean City 


Ash is talking to Brock when Misty approaches, 
huffing and puffing. 

“Where do you think you're going?” asks Misty. 

“Cerulean City to earn the Cascade Badge,” 

Ash responds. 

Misty tries her best to change his mind, but can’t. 

When Ash and Brock get to Cerulean City, Brock tells 
Ash where the gym is. Then Brock leaves, not saying 
where he’s going. Ash gets to a gym that has three girls 
doing synchronized swimming. Pikachu replies, “PIKA- 
Chuu!” Ash goes to the basement and sees an aquarium. 

“Pikachu, this couldn't be a Pokémon Gym,” Ash says. 

The three lovely girls come around the corner, chatting 
about diving and their hair. The girls are essentially valley 
girls — and they're the Gym Leaders! When Ash chal- 
lenges them, it comes out that Gary has been there and 
has trounced all their Pokémon. 

All they have is a Goldeen, a fish-type Pokémon, and 
the only move that it can do is “horn attack.” The girls 
call on their pet Pokémon, a Seel, and get a Cascade 
Badge out of his mouth. They say, “Just take this.” When 
Ash tries, Misty appears. It then comes out that the three 
girls are sisters — and Misty is the fourth sister! Misty gets 
the third degree about telling her sisters before she left 
that she would become a great Pokémon Master. She 
challenges Ash and pulls a Staryu. 

Ash tries to use Pikachu, but Pikachu loves Misty and 
won't go. Ash pulls a Butterfree. Misty ends up beating 
Butterfree by pulling it in the water, Ash calls it back and 
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throws a Pidgeotto, and Misty calls on her Starmie. 

Ash is winning when Team Rocket breaks in and sucks 
up all the water. Ash loses Pikachu in the flood and Seel 
gets taken. Pikachu does a Thunderbolt attack and shocks 
the heck out of Team Rocket. Team Rocket blasts off 
again. The three sisters give Ash the badge, saying that he 
earned it. When Misty asks why she didn’t get one, the 
sisters say 
if Ash had used Pikachu from the start she would 
have lost. 

With a goodbye, Ash — now with two badges pinned 
to his vest — heads out with Misty and Brock.. 


EPISODE 8: 


The Path to 
the Pokémon 
League 


Reviewed by M. Dale 


Ash gets overconfident in his Pokémon-training 

abilities after defeating a Rattata trainer with Pidgeotto. He 
learns of AJJ., a trainer who's won 98 consecutive match- 
es. Ash challenges A.J., who takes out Sandshrew. Ash 
takes out Pidgeotto. 

The Sandshrew knocks down Pidgeotto and then 
Butterfree, and AJ. gets his 99th consecutive win. Ash 
then accuses A.J. of being too harsh to his Pokémon, and 
pushes him twice into a pool. Team Rocket appears and 
tries to capture Pikachu, but they end up capturing A.J.’ 
Sandshrew instead. 

Team Rocket says A.J.s Pokémon are too weak to be 
worth anything. A.J. gets mad, challenges Team Rocket 
and notches his 100th win. A.J. and Ash make up, and 
A,J. goes off to earn some badges while Ash continues his 
journey. 
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EPISODE 9: 


Bihe School of 
2 Hard Knocks 


uper Jipi 


Revie 


Ash, Brock and Misty are lost as they look for 
Vermilion City. Brock wants to make a super dinner and 
needs to warm up water. He asks the two others to get 
firewood. Misty doesn’t want to, of course, so Ash and 
Pikachu go. 

Though he doesn’t find any firewood, Ash sees a gang 
“helping” a kid named Joe by teaching him some very 
mean lessons. Joe and his teachers are enrolled in the 
Pokémon Tech School. Misty and Brock show up, and 
after a little conversation, the mist disappears and they 
finally see the school. 

Ash wants to see the person in charge of the “help,” 
and is introduced to a beautiful girl named Gisele. Brock 
gets the hots for her. Joe thinks he is stronger than Misty 
and battles her. He chooses Weepinbell and Misty choos- 
es Starmie. Joe loses. 

Gisele then battles Misty with Graveler. Misty loses 
badly. After that, Gisele battles Ash with Cubone. 
Gisele wants to see Pikachu’s skills, so Ash chooses 
him. Pikachu is about to lose but performs a super 
comeback with an attack Gisele didn’t know he could 
do. Pikachu wins. 

At the end, Joe tells Gisele he will quit the school to 
become a trainer like Ash. 

Next issue: Episodes 10-18 
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Look for the hottest Japanese pocket 
monster products in the U.S. at retail 
stores and specialty shops 
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PoJo’s first party powers UP 
reading and math skills 


How does a school raise Pokémon education master and 
students’ reading scores? With a magician, Linda Eck of Chicago, 
Pokémon party, of course! kicked off the first Pokémon party 


Assistant Principal Leslie Kleiman sponsored by Pojo's Unofficial 
of Ridge Circle Elementary School in Pokémon News & Price Guide 


Streamwood, Illinois (suburban Monthly and its publisher, H&S 
Chicago), knows children need Media. Showing kids how reading 
good reading, memory and and math are needed to play 
math skills for Pokémon. So, Pokémon, just as for magic, 
she knew her 110 third-grade Eck said if they can master 
Masters wouldn't just Pokémon, they can master 
have a cool time at the reading and math. 


\ December 7, 1999 
\ party — they’d 
also rev up 
their skills. 


Assistant Principal Leslie Kleiman 
almost gets drenched during a trick 


performed by magician and Pokémon 
education master Linda Eck 


Students put their 
skills to work by 
trading Pokémon 
cards — an activity 
normally not allowed at school. 
A drawing followed with 10 lucky 
students winning Pikachu backpacks 


(From left) Jenny Lewellen, Tricia Bohannan, Mehan Baney and 


Stephanie Pappa watch in awe as tricks are played on their assistant and plush toys, and a Pokémon 
principal af the first Pokémon party sponsored by Pojo’s T-shirt. Kids got Pokémon stickers 
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and snacked on two colossal 
Pikachu-decorated cakes. Then 
they settled down to read Pojo’s. 

“We want to show children they 
can read about an interest they 
have like Pokémon, instead of 
just watching the TV show or 
movie,” said Kleiman, who 
wants children to become 
lifelong readers. 

Third-grader Michael U. 
thanked everyone for the 
party, especially the cards, 
which were his first. Katie Y. 
summed up the party in one 
word: “Pokétastic!” 


Ridge Circle Elementary School third-graders got a 
special break on December 7 to play Poke games 


(eae) 
The Poké party kept 
Ariel Battle 
watching intently. 


(Bottom right) 

Pokémon Education Master and magician 
Linda Eck, teaches the class with Squirtle’s 
help. She taught the kids how reading 
and math skills can help them to 
become Pokémon masters. The skills 
that help them become belter 
Pokémon players are what they 
are learning everyday 
in school 


NOTE: A 

special 

thanks goes to 

Ms. Kleiman 

for coordinating 
the party and to 
Marz Productions 
of Sarasota, Florida, 
for donating Pokémon 
cards, stickers and 
drawing prizes. * 


Heather Graf sits with Pikachu 
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For more than a year, we've been 
posting Killer Deck Reports at 
www:PoJo.com. Currently, there are 
well over 1,000 reports on the site. 

What is a Killer Deck Report? 
When people play in a Pokémon 


Trading Card Game tournament, they 
like fo tell others around the world 
how they did. They like to list their 
decks and give a bole eit 


gecaont of kr fey is i doesn’t 
matter if your deck dic rly or 
well because it's a cae fearing 
experience for everybody. 

Every month we give away free 
prizes (such as oe and PoJo 
T-shirts) to the person who wrote the 
best report. We've also decided to 
print the monthly winner's report in 
Polo's Unofficial News & Price 
Guide Monthly. 

So without further adieu, here’s this 
month’s winning report. 


By Justin (Top Cat) Smith 


Hello again, fellow Poké-enthusiasts and 
Pojo-holics! After receiving so many com- 
pliments on my last deck, “Shadows in 
Motion,” | decided to submit another one. 
In my opinion, my newly reformed Psychic 
deck, “Night Shade,” is even better! 

Last November 28, | went to another 
play-and-trade day at The Action Figure 
Cantina in Wexford, Pa. Many people tried 
to beat me, but they all failed. As Meowth 
would say, “I’m the top cat around here,” 
when it comes to tourneys and play-and- 
trade days. 


“Night Shade” 


Pokémon (26) 
3 (Fossil) Gastly 
3 (Fossil) Haunter 
3 (Fossil) Gengar 
2 Mewtwo 
3 Abra 
3 Kadabra 
2 Alakazam 
3 Chansey 
4 Mr. Mime 


Trainers (12) 
4 Super Energy Removal 
2 Energy Removal 
3 Impostor Professor Oak 
2 Pokémon Center 
1 Gust of Wind 


En (22) 
22 Psychic Energy 


Take a look at “Night Shade” and then 
see how it performed in eight matches. 
Match 1 versus Matt's Psychic/ 
Water deck: 

| began by drawing a good hand (after a 
mulligan) —4 Mr. Mimes and 3 Psychic 
Energies. After my first Active got KO'd, | 
sent out a Mr. Mime I'd been building up on 
the Bench, Meditated and knocked out his 
Squirtle. After losing a Poliwag, he managed 
to evolve a Benched Squirtle into Blastoise! 
He Rain Danced two Energics onto his 
Active Poliwag and Water Gunned me for 
20 damage. | Retreated Mr. Mime in favor of 
a Chansey | had just drawn and Super 
Energy Removal-ed (SER-ed) his Poliwag. 

Over the next few rounds, | evolved a 
Benched (Fossil) Gastly into Gengar and a 
Benched Abra into Alakazam. From that 
point on, it was purely academic —I 
Meditated repeatedly with a new Mr. Mime. 
and moved all damage to Chansey. 
Eventually, he was forced to send out an 
Energy-less Blastoise, which | knocked out 
for the victory! 


Match 2 versus Rich’s Grass/ 
Colorless/Electric Potpourri deck: 

This match began with me in serious 
jeopardy. | drew an Abra, a Mr. Mime 
and five Energy cards. At this point, | was 
thinking, “I’m gonna lose to this guy!” 
until he flipped over his Active — a 
Clefairy. He eventually evolved the 
Clefairy into Clefable and Metronomed 
my Mr. Mime for 20 damage. On his 
next turn, he used Metronome once 
again, and it would have KO’d my Mime 
if it weren't for its Invisible Wall 
Pokémon Power. | retreated Mr. Mime 
in favor of a Kadabra, which he 
eventually KO’d. 

Flash forward a few rounds: | finally 
drew a Chansey and used Double 
Edge to take out his Clefable, which 
unfortunately knocked out Chansey in 
the process. My opponent said, “Now 
I'm angry!” and benched a Magnemite. 
Unimpressed, | kept stalling with Mr. 
Mime while occasionally using Professor 
Oak. He tried numerous times to use 
his (Fossil) Magneton on me, but | kept 
Energy Removal-ing (ER-ing) him 
to death. 

He was about to lose, when he said, 
“This is getting boring — | forfeit!” | 
guess he couldn’t withstand the power of 
Psychic stall decks! 

Match 3 versus Brett's 
“Rain Dance:” 

In our first match, he got out a 
Gyarados early, but it was obviously 
counterfeit. In fact, it wasn’t even a 
holofoil! | refused to play against him 
unless he took it out. He agreed and we 
began our second match. It started out 
OK, with my getting a (Fossil) Gastly, a 
Mr. Mime, an Alakazam, a Pokémon 
Center and three Energy cards. Not 
bad, eh? 

After my Gastly and his Dewgong, 
stalemated, | promoted a Mr. Mime, 
which was knocked out by Dewgong’s 
Aurora Beam. | sent out another Mr. 
Mime, Meditated, knocked out 
Dewgong, and drew Chansey as 
my Prize. 

From there it was all downhill for 
him; | kept ER-ing and SER-ing his. 
Pokémon, which went down agonizingly 
slowly in the face of Mr. Mime. 

At one point, he had another 
Dewgong Active, but Double-edge 
took care of that. In the end, he was all 
over my deck, saying, “I’m converting 
to Psychic!” 
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Match 4 versus Daniel’s 
Venusaur/Nidoking/Pinsir/ 
Scyther deck: 


This match was really short, as | got 


lucky once again. In my opening 
hand, | drew an Abra and he got a 
Nidoran Male. To cut to the chase, | 
Psyshocked twice for the win. Score 
‘one more for the Top Cat! 
Match 5 versus Daniel’s 
younger brother, Jake, with 
his — dramatic music — 
Psychic deck!: 

This was my toughest match yet. 
What can I say? This kid is great!! 


| drew a mulligan twice but finally 


got a good hand on my third draw: a 


Mewtwo, a Mr. Mime, a Chansey and 
four Energy cards. | sent out Mewtwo, 


while he played a Chansey and 
Benched two Abras and a Base-set 
Gastly (chuckle). 

This could have been the hardest 
match of my life or the easiest, 
depending on how | played it. The 
way | figured it, he would try to 
Double-edge Mewtwo and then 
retreat Chansey. It seemed as though 


my prediction was right — on his first 


turn, he slapped a Double Colorless 
Energy (DCE) onto Chansey and 
Scrunched, failing. 

On my turn, | drew an ER and 
removed the DCE. Then, | attached a 
Psychic Energy to Mewtwo. He 
responded by slapping another DCE 
‘on Chansey and Scrunched, only this 
time it worked. | attached another 
Psychic Energy and used Barrier. He 
tried to use Double-edge, but | 


reminded him of Barrier and he broke 


down. He didn’t forfeit like Rich; 
rather, he stuck in there and tried his 
best, which | admire. He soon 
“Breedered” his Abra into Alakazam 
and attached three Energies. 

At the end, both of us had one 


prize remaining. Something kicked in 
and | thought to myself, “Hey, doofus, 


you're about to lose! Snap out of it 


and beat this guy!” Thanks to Gengar’s 


Dark Mind Pokémon Power, which 


works from the Bench, | took my final 


Prize for the victory. 

Match 6 versus Graham’s 

modified “Bodyguard” deck: 
This time, my opening hand was 

truly the pits; the only Pokémon | got 


were an Abra and a Haunter. The rest 


were three Impostor Professor Oaks 
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lenges Nicholas Cliffe, 10, 


to a Pokémon battle at a Toys “R” Us in Paramus, N.J. 


and two Pokémon Centers. He sent 
out Grimer and Benched two Zubats 
and a Koffing. We flipped, and he got 
to go first. Get this — he then 
proceeded to “Oak” four times in a 
row — that’s 28 cards discarded! 
Next, he played four Bills, making a 
total of 36 discarded cards. He then 
Item Finder-ed the Professor Oaks 
back into his hand and “decked” 
himself during the first turn! No Lie! 
Match 7 versus Steve’s 
Charizard deck: 

This match was called after one 
round, when his granny came and 
insisted he go home (no joke) when 
he didn’t want to go! | guess that’s 
another win for the Top Cat! 

By this time, about half the people 
were gone. | had to find more 
opponents, and fast! 

Match 8 versus Buddy's 
“Rainmaker”(“Haymaker”/ 
Dance” hybrid) deck: 

This was a close match — when | 
beat him, he had only one Prize 
remaining. It started out fairly good, 
with my getting both Mewtwos, a 
Kadabra, a Pokémon Center and three 
Energy cards. | played a Mewtwo, 
while he sent out a Hitmonchan and 
Benched three more. 

| could see where this was going. | 
needed to really think about this one 
— ‘Chan is weak versus Psychic, but 
Mewtwo’s attacks aren't that powerful. 
And Mr. Mime would get crushed. 
My only hope was Kadabra. 

He jabbed for 20. | drew an Abra 
— yes! — Benched it, and slapped an 
Energy onto it. | let him knock out the 
Active Mewtwo, because by that time 


| had Kadabra pumped. | sent him 
out and whooped three ‘Chans, 
with no damage done to Kadabra. 
What's more, all three of my Prizes 
were Chanseys. 

Then, he sent out — dramatic 
music — a Chansey! While | pounded 
the big, pink Egg Pokémon, he got a 
Gyarados ready. | thought | was 
finished. Not even the mighty Kadabra 
can defeat the water-snake-o’-death! 
But Alakazam can! After he Dragon 
Raged, | evolved him and swapped 
the damage to a Chansey. | Confuse 
Rayed his Gyarados twice, each time 
making his mighty snake hurt itself 
trying to attack. 

He had one last Pokémon I hadn't 
noticed, though — a fully pumped 
Blastoise! He also had a heap of 
Potions and Super Potions, as well 
enough Energies to handle my ERs 
SERs. | tried Confuse Ray several 
times, which he countered wit! 
Potions and Super Potions. K 
Alakazam, and | senta 
Chansey into play. He 
drawing his third Pi 


Eventually, | sent o 
loaded Mewtwo and Psyc! 
the win! Yeah! 

My final record: 8-0! 

All in all, it was a great day for Toy 
Cat — and an even greater day for 
“Night Shade!” 9K 


‘Gym 1’ Translations 


a 

ion 1 Name Card Type Pokémon Number 
x ans Erica’s Bulb Gi No.001 (U) 

Gym Exp Se rs 


Colorless 
Lt. Surge’s Rattata (L.10) Colorless No.019 (-) 
Translations By Edward T. Hrzic III Lt. Surge’s Raticate (L.32) Colorless No.020 (-) 
MA 
Strategy Tips By Scott Gerhardt Lt. Surge’s Raticate (L.33) Colorless No.020 (U) 
LU. Surge’s Spearow (L.8) Colorless No.021 (-) 
LE. Surge’s Spearew (L17) Colorless No.021 (C) 
Add those itasurnesitenrow Colorless _No.022 (RH) 
LE Surge’s Pikachu (L.10) —LighIning——No.025 (C) 
Japa nese Gym Te suretsibikech (Gis) ghtninaee aon 25(C) 
Lt. Surge’s Raichu (L.32) Lightning No. 026 (-) 
Brock’s Sandshrew (L.13) Fighting No. 027 (-) 
Leader cards to Brock’s Sondshrew (C20) Fighti No. 027 (0) 
Brock’s Sandslash (1.26) Fig! No. 028 (-) 
your deck today Brock’s Sand: lash (L34) Fighting No. 028 (U) 
: Erica’s Clefairy (L.16) Colorless No. 035 (U) 
cf Erika’s Clefairy (L.17) Colorless No. 035 (-) 
with PoJo s Erika’s Clefable Colorless No. 036 (RH) 
to secret Brock’s Vulpix (L.10) Fire No. 037 (C) 
bar Brock’s Vulpix (L.16) Fire No. 037 (U) 
Brock’s Ninetails ire No. 038 (RI 
P a k’s Ninetail: Fi 038 (RH) 
Erika’s Jigglypuff Coloitess No, 039 (C) 
translations and Brock’s Zubat (L.5) Grass No. 041 (-) 
° Brock’s Zubat (L1) Grass No. 041 (C) 
ratings Brock’s Golbat Grass No. 042 (U) 
Erika’s Oddish (L.10) Grass No. 043 (C) 
What is it? Frika’s Oddish (L12) Grass No. 043 (-) 
Gym Expansion 1 was the fifth eile fad an fis Ne i a 
seriesiat the Pokemon tradingiCard Erika’ Gloom (28) Gros No. 044 (-) 
Game released in Japan (after Team £rika’s Vileplume Grass No. 045 (RH) 
Rocket and before Gym 2). It came Erika’s Paras Grass No. 046 (C) 
in packs of 11 cards (one foil, Brock’s Diglett Fighting No. 050 (C) 
rarer hresuncommantand he Psyduck (L.15) Water No. 054 (-) 
i Misty’s Psyduck. (L.18) Water No. 054 (C) 
er ae Wisty’s Golduck Water No. 055 (RH) 
- ‘ rst Brock’s Mankey (L.10) Fighting No. 056 (-) 
Misty, Lt. Surge, Erika, Sabrina and Brock’s Mankey (L12) Fighting No. 056 (C) 
Blaine ee elas ea Brock’s Primeape Fighting No. 057 (U) 
contained many cards not found in Misty’s Poliwag (L.15) Water No. 060 (-) 
Gym 1 or 2. Misty’s Poliwag (L.16) Water No. 060 (C) 
This month’s feature contains card pls Hs he (L.12) bee Ne 069 ra 
translations and strategy tips for rika’s'Beilsprou : Ue ie s 
every Gym 1 card, plus the cards Erika’s Bellsprout (L.13) Grass No. 069 (U) 
A f ; eee Erika’s Bellsprout (L.15) Grass No. 069 (C) 
sound exclusively in Brock’s, Misty’s, Erika’s Weepinbell (1.26) — Grass No. 070 (U) 
Lt. Surge’s and Erika’s theme decks. Erika’s Weepinbell (130) Gross No. 070 (-) 
Look for translations of the Gym Eriko’s Victreebee! Grass No. 071 (R) 
2 cards, plus Sabrina’s and Blaine’s Misty’s Tentacool (L.12) Water No. 072 (-) 
theme deck cards, in the next issue mie legtaceal (1.16) Hole Me; ore te 
’s UI icial Poké Ne \isty $s lentacruel ‘ater 10. 
ie ropicial Poxdman News Brock’s Geodude (413) Fighting No. 074 (©) 
ame oud Monthly. Brock’s Geodude (L15) Fighting ‘No. 074 (C) 
A couple of final notes: The fol- Brock’e Geodude (L17) Fighting No. 074 (-) 
lowing translations are provided by Brock’s Graveler (1.30) Fighting No. 075 (-) 
PoJo’s, not Wizards of the Coast (the Brock’s Graveler (L.32) Fighting No. 075 (U) 
company that makes the cards), so Brock’s Golem Fighting No. 076 (R) 
expect a few differences if and when te aa Beonsie na baht Ne cel wy 
essediinthe US: LE. Surge’s Magnemite Lightning 0. 
este released in the US Le Surge*s Magneto lightning No. 082 (RH) 
he geleass Bie ee cg Misly’s Seel (L14) Water No. 086 (0) 
ene «sof yet.) The order of Misly’s Seel (120) Water No. 086 (-) 
appearance also may differ in the Misty’s Dewgong Water No. 087 (U) 
U.S. version. Misty’s Shellder Water No. 090 (-) 
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Nisty’s Cloyster 
Brock’s Onix 
Brock’s Onix 

LU. Surge’s Voltorb 
LU. Surge’s Voltorb 
Lt. Surge’s Electrode 
Erika’s Exeggute 
Erika’s Exeggute 
Erika’s Exeqqutor 
Team Rocket’s Hitmonchan 
Brock’s Lickitung 
Brock’s Rhyhorn 
Brock’s Rhyhorn 
Brock’s Rhydon 
Erika’s Tangela 
Misty’s Horsea 
Risty’s Horsea 


Misty’s Goldeen 
Misty’s Seaking 
Misty’s Staryu 
Misty’s Staryu 
Misty’s Starmie 
Team Rocket's Scyther 

Lt. Surge’s Electabuzz 

LE. Surge’s Electabuzz 
Misty’s Magikarp 

Misty’s Gyarados 

Lt. Surge’s Eevee 

Lt. Surge’s Jolteon 

Team Rocket’s Moltres 
Erika’s Dratini 

Eriko’s Dragonair 

Crystal of Wellness 

Team Rocket's Trap 

No Removal Gym 

TR’s Special Instruction Gym 
Lowered Resistance Gym 
Confusion Gym 

Refined Criticism 

Lt. Surge’s Secret Operat. 
hist 

Misty (foil) 

Brock 

Brock (foil) 

LE Surge 

Lt. Surge (foil) 

frica 

Erica (foil) 

Brock’s Protection 

Misty’s Pleading 

Erika’s Kindness 

Misty’s Rage 

Erika’s AHendants 

Erika’s Perfume 

Lt. Surge’s Negotiations 
Remembrance 

Spy Tactics 

Proper Etiquette 

Hanada City Gym 

Kuchiba City Gym 

Nivi City Gym 

Tamamushi City Gym 
Brock’s Method of Breeding 
Energy Circulate 
Small Guen 
Kisty’s Game 
Misty’s Tears 
C= Common, 


(L.30) 
(L.41) 
(L.12) 
(L.15) 
(L.33) 
(L.12) 
(L.15) 


(L.25) 
(L.29) 


(L.10) 
(L.16) 


(L.8) 
(L.10) 


(L.16) 
(L.20) 


(1.22) 
(L.28) 


U = Uncommon, 


Water 
Fighting 
Fighting 
Lightning 
Lightning 
Lightning 
Grass 
Grass 
Grass 
Fighting 
Colorless 
Fighting 
Fighting 
Fighting 
Grass 
Water 
Water 
Water 
Water 
Water 
Water 
Water 
Water 
Water 
Grass 
iahtoing 
Lightning 
Water 
Water 
Colorless 
Lightning 
Fire 
Colorless 
Colorless 
Trainer 


Trainer 
Trainer 
Trainer 
Trainer 
Trainer 
Trainer 
Trainer 
Trainer 
Trainer 
Trainer 
Trainer 
Trainer 
Trainer 
Trainer 
Trainer 
Trainer 
Trainer 
Trainer 
Trainer 
Trainer 
Trainer 
Trainer 
Trainer 
Trainer 
Trainer 
Trainer 
Trainer 
Trainer 
Trainer 
Trainer 


R = Rare, 


No. 091 (-) 
No. 095 (-) 
No. 095 (C) 
No. 100 (C) 
No. 100 (-) 
No. 101 (-) 
No. 102 (-) 
No. 102 (U) 
No. 103 (U) 
No. 107 (RH) 
No. 108 (U) 
No. 111 (-) 

No. 111 (C) 

No. 112 (RH) 
No. 114 (C) 

No. 114 (C) 

No. 116 (C) 

No. 117 (RH) 
No. 118 (-) 
No. 118 (C) 

No. 119 (-) 
No. 120 (C) 
No. 120 (C) 
No. 121 (-) 
No. 123 (RH) 
No. 125 (-) 
No. 125 (RH) 
No. 129 (C) 
No. 130 (RH) 
No. 133 (U) 
No. 135 (R) 
No. 146 (RH) 
No. 147 (U) 
No. 148 (RH) 
No number (-) 
No number (RH) 
No number (R) 
No number (R) 
No number (R) 
No number (R) 
No number (R) 
No number (R) 
No number (R) 
No number (RH) 
No number (R) 
No number (RH) 
No number (R) 
No number (RH) 
No number (R) 
No number (RH) 
No number (R) 
No number (R) 
No number (R) 
No number (U) 
No number (U) 
No number (U) 
No number (U) 
No number (U) 
No number (U) 
No number (U) 
No number (U) 
No number (U) 
No number (U) 
No number (U), 
No number (C) 
No number (C) 
No number (C) 
No number (C) 
No number (C) 


RH = Rare Hologram 


Polo's Power R 
| 2A master carg 


2 Very useful 
> Average 


Limitea Uses 
SEP in the shoebox 


lating 


Legend 
H-Holofoil 


Hologram 


URH~Uttra Rare Hologram 
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dd Js cd 


Erika‘s Bulbasaur 


Pos 
5) A master card 
4 Very useful 
%, Average 
2 Limited ust 


Jy Keep in the  snoeboX 


SAG Ww 


SU Hp — type: Basie G 
Lv: 15 

‘Card Number: 001 (UN) 
G: Sleep Seed 10 

Effect: The Defending 
Pokémon is now Asleep. 
-C Retreat 

R Weakness 


eae 7 


f / Transtations 


GG: trrand 


in. If heads, search your 
card, show it to your 
‘opponent, then put it into your hand. 
Shufile your deck afterward. 


Strategy Tip 
This guy is not all that horrible. The high HP 
and 1st attack are both really solid. Errand is 
okay situationally, but probably won't be used 
much. 


30 Hp Type: Basic C 
LV: 07 

Card Number: 019 (C) 

C: Focus Energy 

Effect: During your next turn, 
this Pokémon's Quick Attack 
does twice as much damage. 

Retreat 

F Weakness 

P Resistance (Damage -30) 


CC: Quick Attack 10+ 
Effect: Flip a coin. If heads, this 
attack does 20 more damage. 


Strategy Tip 

Focus Energy is rather worthless due to its 
low HP, and quick attack can be found on 
better Pokémon. 


Energy Icon 
¢~Colorless 
F-Fighting 
R-Fire 
w~Water 
p~Psychic 
G~Grass 
L-Lightning 


40 Hp Type: Basic C 
Lv: 10 

Card Number: 019 (-) 
CC: Gnaw 

-C Retreat 

F Weakness 

P Resistance (Damage -30) 


C: Focus Energy 
Effect: During your next turn, this Pokemon’s 
Gnaw does twice as much damage. 


Strategy Tip 

Just like the other Rattata, the HP is too low 
for Focus Energy to be good, and Gnaw isn’t 
good enough for the cost. 


70Hp Type: Stage-1 C 
LV: 32 

Card Number: 020 (-) 

-C Retreat 

F Weakness 

P Resistance (Damage -30) 


C: Super Fang 

Effect: This attack does damage to the Defending 
Pokémon equal to half the Defending Pokémon’s 
remaining HP (rounded up to the nearest 10). 


Strategy Tip 

Super Fang is pretty good against high-HP 
Pokémon. This card combos real well with Mr. 
Mime — it’s low cost might just make it playable. 


end 

Honolofol 
R-Rare 
Un: Uncommon 


60 Hp Type: Stage-1 C 
LV: 33, 

Card Number: 020 (UN) 
CC: Double-Edge 40 
Effect: This Pokémon does 
20 damage to itself. 

-C Retreat 

F Weakness 

P Resistance (Damage -30) 


C: Focus Energy 
Effect: During your next turn, this 
Pokémon’s Double-Edge does twice as 
much damage. (The damage done to this 
Pokémon is also doubled.) 


Strategy Tip 

Not horrible, Double-Edge is really good for 
its cost. Focus Energy is about as useful as 
Scyther’s Sword Dance ~ maybe once and 
never again. 


; wp iT ©: 
> iy (Ty) co 


30Hp Type: Basic C 
LV: 08 

Card Number: 021 (-) 
Retreat 

L Weakness 

F Resistance (Damage -30) 


aL TT 


C: Drill Peck 20 


Strategy Tip 

Drill Peck is nice, and having the Fight-resis- 
tance is good, too. Unfortunately, not many 
people played with Base-set Rattata, and that’s 
all this guy really is, 
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Gym 1 Trans ations 


Lt. Surge’s Spearow sonp 
iv:17 
Card Number: 021 (C) 

C: Whirlwind 10 

Effect: If your opponent has any 
Benched Pokémon, s/he must. 
choose 1 of them and switch it 
with the Defending Pokémon, 
(Do the damage first.) 

Retreat 

L Weakness 

F Resistance (Damage -30) 


Type: Basic C 


CC: Sky Attack 40 
Effect: Flip a coin. If tails, this attack does nothing. 


Strategy Tip 

Avery solid Basic. He has the chance to deal 
40 on the first turn with a Double Colorless. 
No retreat is very nice, 


70 Hp Type: Stage-1 C 
LV: 30 

‘Card Number: 022 (RH) 

CC: Machine Gun Drill 10x 
Effect: Flip 5 coins. This 
attack does 10 damage times 
the number of heads. 
Retreat 

L Weakness 

F Resistance (Damage -30) 


CCC: Grasp 30 
Effect: During your opponent's next turn, the 
Defending Pokémon cannot retreat. > 


Strategy Tip 

No retreat, 2 solid attacks, decent HP, and Fight 
resistance will make it very playable. Finally a 
Spearow/Fearow combination maybe worth playing. 


on 


40 Hp Type: Basic L 
LV: 10 

Card Number: 025 (C) 
CC: Quick Attack 10+ 
Effect: Flip a coin. If 
heads, this attack does 20 
more damage. 

Retreat 

F Weakness 


Strategy Tip 

Electric Basic with an all-colorless Quick Attack 
and no retreat — pinch me I'm dreaming! We 
have a sudden desire to play with Pikachu! 


50Hp — Type: Basic L 
a Lv: 15 

ee Card Number: 025 (-) 

og CHlectrci 

Effect: Choose 1 L Energy card 

in your discard pile and attach 
it to this Pokémon. 
-C Retreat 
F Weakness 


LL: Thunder Tail 20 
Effect: Flip a coin, If heads, the Defending 
Pokémon is now Paralyzed, 


Strategy Tip 

This Pikachu is not all that useful. Its second 
attack is okay, but | see it mostly being used 
for Evolution purposes. 


70 Hp Type: Stage-1 L 
Lv: 32 

Card Number: 026 (-) 
LL: Mega Punch 30 

-CC Retreat 

F Weakness 


LLLL: Thunder Storm 100 
Effect: Discard all Energy cards attached to 
this Pokémon in order to use this attack. 


Strategy Tip 
Mega Punch is pretty bad for the cost, and 
the second attack was bad on Zapdos and 
is bad on Raichu. 


Brock’s Sandshrew —goup 
Rating: Lv: 13, 
ry) ‘Card Number: 027 (-) 
FC: Ball Attack 20 
-C Retreat 
G Weakness 
L Resistance (Damage -30) 


Type: Basic F 
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C: Defense Curl 

Effect: Flip a coin. If heads, prevent all damage 
done to this Pokémon by attacks during your 
opponent's next turn, (Any other effects of 
attacks still happen.) 


Strategy Tip 
The attacks are pretty weak, and the HP is 
low. Not that great. 


Brock’s Sandshrew = sonp type: Basic F 
Lv: 20 
Porn: Card Number: 027 (RH) 
FF: Sandblast 20 
Effect: During your opponent's 
next turn, the Defending 
Pokémon can’t retreat. 
-C Retreat 
G Weakness 
L Resistance (Damage -30) 


Polo's rowel Rating 


5 A master a 
43 Very useful 
+B, Average 


mited use> 
ees in the shoebox 


Soy, was 


. 4) Translations 


Strategy Tip 

It’s not good for a lower-HP Basic to require more 
than one colored energy to attack. What's more, 
the attack in question is weak, and that’s 
assuming to you get to use it. 


Brock’s Sandslash 60 Hp Type: Stage-1 F 
Lv: 26 

Card Number: 028 (-) 

-C Retreat 

G Weakness 

L Resistance (Damage -30) 


FF: Body Needle 10 
Effect: Flip a coin. If heads, the Defending 
Pokémon is now Poisoned and Paralyzed. 


Strategy Tip 

For the most part, the attacks are too weak for 
an Evolution. The first attack is definitely 
intriguing, but still not all that great. 


70 Hp Type: Stage-1 F 
LV: 34 

Card Number: 028 (UN) 
FC: Swift 20 


E 
c~Colorless 


F~Fighting Effect: Don't apply Weakness, 
R- Fire bscacncbad et rokeron 
“i a Powers for this attack. 
w-Wate! 1 C Retreat 
P~Psych! G Weakness 
G~-Grass L Resistance (Damage -30) 
L-Lightning 


FF: Thorn Ball 30 
Effe a coin, If heads, the 
Defending Pokémon is now Poisoned. 


Strategy Tip 

Not horrible. Swift is nice against resistant 
Pokémon, and Thorn Ball is pretty good. He 
might be worth putting in a deck. 


50Hp Type: Basic C 
LV: 16 

Card Number: 035 (UN) 

‘C: Moon Power 

Effect: Flip a coin. If heads, 
search your deck for an 
Evolution card, and attach to 
‘one of your own Pokémon. 
Shuffle your deck afterward. 
-C Retreat 

F Weakness 

P Resistance (Damage -30) 


CC: Moon Kick 20 


Strategy Tip 
We are not very impressed here. Moon 
Power is not that good, and Moon Kick is 
sub-par for its cost. 


50Hp Type: Basic C 

LV: 17 

Card Number: 035 (-) 

C: Moonlight 

Effect: Search your deck for a 
Basic Energy card, show it to 


He olofoll 


R-Rare your opponent, then put it 
Un-Uncommon into your hand, Shuffle your 
Common deck afterward, 
wl joloaram = -C Retreat 
RA -bale x soloaram F Weakness 


URH -Ultra Rare P Resistance (Damage -30) 


CC: Double Slap 10x 
Effect: Flip 3 coins. This attack does 10 
damage times the number of heads. 


Strategy Tip 

It’s only decent. The first attack is mildly 
useful if you're running low Energy. Still 
probably not worth playing, though. 


Erika’s Clefable 70 Hp Type: Stage-1 C 


. L385 
bp Card Number: 036 (RH) 
27s CCC:Moon Impact 30 
-CC Retreat 
T Weakness 
P Resistance (Damage -30) 


Ez 


C: Fairy's Miracle 

Effect: Flip a coin. If heads, choose as many of 
your own Pokémon as you wish, and return them 
and all cards attached to them to your hand. 


Strategy Tip 
This card does not make playing Clefairy worth it. 
Fairy’s Miracle is an okay attack, but too defensive 
to be worth putting in a good deck. This card 
might work well with Base-set Alakazam, but 
that's the only use | see for it. 
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Gym 1 Translations 


Brock’s Vulpix 


40 Hp — Type: Basic F 
LV: 10 


ee Card Number: 037 (C) 
eo R: Flare 20 
-C Retreat 
'W Weakness 


CC: Quick Attack 10+ 
Effect: Flip a coin. If heads, this attack does 
20 more damage. 


Polo's Power 


Ss. 
| A master card 
> Very useful 


Rating 


Strategy Tip 

Very good. It has the great 20-for1 attack, 
and a colorless attack if you’re short on Fire 
Energy. A little weak, but not bad. 


50Hp Type: Basic R 
LV: 16 

Card Number: 037 (UN) 
C: Stare 

Effect: The Defending 
Pokémon is now Asleep. 
-C Retreat 

W Weakness 


RR: Flame Ring 20 

Effect: Choose 1 of your opponent's Benched Pokémon. 
This attack does 10 damage to that Pokémon. (Don't apply 
Weakness and Resistance.) 


Strategy Tip 


Better HP, but not really better attacks. Flame Ring 
is a good offensive move, and Stare is okay. 


70 Hp Type: Stage-1 R 
LV: 30 

Card Number: 038 (RH) 
RR: Flare 30 

-C Retreat 

W Weakness 


[Pokémon Power] Disguise 
Effect: Once during your turn (before your attack), choose 
an Evolution card in your hand, and attach it to this 
Pokémon. This Pokémon becomes that Evolution, but no 
additional Evolution card may be attached. Once during 
your turn (before your attack), you may discard the 
Evolution card attached to this Pokémon. This Power stops 
working if this Pokémon is Asleep, Confused or Paralyzed, 
and all Evolution cards attached to it must be discarded. 
Strategy Tip 
This guy just screams “Please abuse me!!!" Look for 
this card to appear in all sorts of decks, giving 
trainers a lot more imagination then they had before. 


ean 
's Jigglypuff 50Hp Type: Basic C 
= 2 WEB 
aii re Card Number: 039 (C) 
Qe C:Heal Everyone 
Effect: Each player removes 1 
damage counter from each of 
his or her Pokémon. 
€ Retreat 
F Weakness 
P Resistance (Damage -30) 


CC: Gentle Punch 40- 
Effect: If there are any damage counters on the 
Defending Pokémon, this attack does 30 less damage. } 


Strategy Tip 

We look at this and really want to like it, but 
can’t. Gentle Punch is too situational to be good, 
and Heal Everyone just doesn’t really cut it. 


Brock’s Zubat 30Hp — Type: Basic G 
2 Rating: LV: 05 


QCard Number: 041 (-) 
BQ CC: Wing Attack 20 
Retreat 
P Weakness 
F Resistance (Damage -30) 


C: Informant 
Effect: You must have a Benched Pokémon: 
in order to use this attack. Draw a card, 


Legend ; 


then choose 1 of your Benched Pokémon se 
and switch it with this Pokémon, H~Holofoil 
R-Rare 

Strategy Tip Un~Uncommon ] 
Massively low HP is really bad. Informant Common 
might just be useful, though. Especially with | RH~Rare 4 
the forced retreat attack. \ URH~Uitra ee 

lologram 


40 Hp Type: Basic G 
Rating: Lv:11 
QQ Card Number: 041 (C) 
G: Wing Attack 10 
Retreat 
P Weakness 
F Resistance (Damage -30) 
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GC: Poison Fang 20 . 
Effect: Flip a coin. If heads, the > 
Defending Pokémon is now Poisoned. 


Strategy Tip 
The HP is too low and the attacks are not 
strong enough. Not a very solid Pokémon. 


Ce I nt et 


Brock’s Golbat 70 Hp Type: Stage-1G 
_ Lv:30 
Rating: Card Number: 042 (UN) 
C: Speed Flight 20, 
Oe CRetreat 
P Weakness 
F Resistance (Damage -30) 


5 A master card 
4, Very useful 

%, Average 
2, Limited u! 
Jy Keep in th 


was 


"YW Translations 


nervy 


CCC: Open Flight 

Effect: This attack does 10 damage to the 
Defending Pokémon and each of your opponent’s 
Benched Pokémon. (Don't apply Weakness and 
Resistance for Benched Pokémon.) 


Strategy Tip 
The attacks could be situationally useful, but 
on the whole, he’s not worth evolving into. 


40 Hp Type: Basic G 


G: Strange Pollen 10 


Rating: {V1 Effect: Flip a coin. If heads, the Defending 
Card Number: 043 (C) Pokémon is now Confused; if tails, the 
2a CRetreat Defending Pokémon is now Asleep. 
@ R Weakness 
Strategy Tip 
Possibly one of the best Oddish. One energy 
for 10 and a guaranteed status effect? Most 
definitely a worthy start up the Vileplume line. 
— Erika‘s Oddish 40 Hp — Type: Basic G [Pokémon Power] Photosynthesis 
col ing: LV: 12 Effect: All Energy attached to this Pokémon can be 
Ee eed art Card Number: 043 (-) used as G Energy. This Power works even when this 
<< QQ GG: Poisonpowder 20 Pokémon is Asleep, Confused or Paralyzed. 
F Fighting Effect: Flip a coin. If 
R-Fire heads, the Defending 
W-Wwater Pokéenon now Poisoned. Strategy Tip 
p-Psychic Wee The Pokémon Power is virtually worthless on 
G-Grass such a low-HP basic. Poisonpowder is a 
ing, decent attack, but you won't want to keep this 
L-Lightn guy for long without evolving. 


50 Hp — Type: Basic G 

LV: 15 

Card Number: 043 (C) 
G: Minor Drain 10 

Effect: Remove 1 damage 


-C Retreat 
R Weakness 


counter from this Pokémon. 


GC: Occasional Drain 20 
Effect: Flip a coin. If heads, remove 1 
damage counter from this Pokémon. 


Strategy Tip 

This Oddish actually is not bad for a Stage 1. 
No status effects, but the one-Grass Minor 
Drain will frustrate your opponent, and the 
Occasional Drain is also okay. 


60 Hp ‘Type: Stage-1 G 
LV: 24 

Card Number: 044 (UN) 
G: Healing Powder 

Effect: Flip a coin. If heads, 
remove 4 damage counters 


end 
es olofol 


GGG: Miracle Powder 30 
Effect: Flip a coin. If heads, choose Asleep, 
Confused, Paralyzed or Poisoned. The Defending 
Pokémon is now affected by that ailment. 


z LV: 28 
Rating: Card Number: 044 (-) 


ea GC: Flower Dance 10 
Effect: This Pokémon and 
the Defending Pokémon 
are now Asleep (after 
doing damage). 

-C Retreat 
F Weakness 


R-Rare from this Pokémon. Strategy Tip 
reer Quite impressive. Healing Powder, if it works, is 
amazing. Miracle Powder is not all that bad, 
either. We can definitely see people playing this 
Pokémon, especially with the single retreat cost. 
Erika’s Gloom 70 Hp Type: Stage-1 G GGC: Stinking Scent 30 


Effect: This Pokémon and the Defending Pokémon 
are now Confused (after doing damage). 


Strategy Tip 


This is pretty horrid. The first attack would be 
00d if it did more damage. The second attack is 
okay if you're going to evolve to Vileplume 
shortly afterwards. 
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Gym 1 Translations 


Erika’s Vileplume 80 Hp 
LV: 34 
Card Number: 045 (RH) 

GGG: Mega Drain 30 

Effect: Remove a number of damage 
counters from this Pokémon equal 
to half the damage done to the 
Defending Pokémon (after applying, 
Weakness and Resistance) (rounded 
up to the nearest 10.) 


Type: Stage-2 G 


[Pokémon Power] Protective Pollen 
Effect: Whenever an attack does damage to this 
Pokémon, (even if it’s Knocked Out), flip a coin. If 
heads, the attacking Pokémon is now Confused. 
This Power works even if this Pokémon is Asleep, 
Confused, or Paralyzed 


Strategy Tip 
This guy is good. Mega Drain is gonna do 30 
and get back 20, and Protective Pollen makes 


Polo's Power 
A master carg 
2 Very useful 

| Average 
Limited uses 
'€eP in the Shoebox 


Rating 


might be worth putting in a deck. A 


L Resistance (Damage -30) 


~CC Retreat you want to think twice about attacking. This 
R Weakness entire line is real solid. 
50 Hp Type: Basic G GG: Dangerous Claw 
Lv:17 Effect: Flip a coin. If heads, the Defending Pokémon is 
Card Number: 046 (C) now Poisoned, and this attack does 10 damage to each 
C: Pinch 10 of your opponent's Benched Pokémon. (Don’t apply 
-C Retreat Weakness and Resistance for Benched Pokémon). 
F Weakness 
Strategy Tip 
Dangerous Claw is amazingly good. The down side is 
that it could do nothing, but if it works, your opponent 
is not going to be happy with you. Finally, a Paras that 
40 Hp Type: Basic F arthquake 40 
Rating, LY:13 attack does 10 damage to each of 
QCard Number: 050 (c) your Benched Pokémon. (Don't apply Weakness 
@¢ — F:Sudden Attack 20 and Resistance for Benched Pokémon.) 
Effect: Flip a coin. If tails, 
this attack does nothing. 
C Retreat Strateay Ti 
G Weakness ae 


The low HP is bad, but the attacks are pretty 
powerful. Sudden Attack is not all that good, but 
Mini-Earthquake is useful. Some decks might be 
able to use him, but probably not many. 


Rating: — Lv:32 


Effect: Flip a coin. If heads, choose 1 Energy 


50 Hp Type: Basic W W: Call for Help 
LV: 15 Effect: Flip a coin. If heads, search your deck for 
Card Number: 054 (-) a Basic Misty Pokémon and put it on your Bench. 
C: Scratch 10 Shuffle your deck afterward. 
C Retreat 
G Weakness 
Strategy Tip p 
In comparison to Misty’s other Psyduck, this one is $ 
just bad. Call for Help is okay, but not that great. 
A P: Super Mind 
Misty’s Psyduck 60 Hp Type: Basic W Effect: Flip 3 coins. f you flip 1 head, draw a card; if you 
3 Rating: LV: 18 flip 2 heads, this attack does 20 damage to the Defending 
QCard Number: 054 (C) Pokémon; if you flip 3 heads, choose 1 of the Defending 
SO CRetreat Pokémon's attacks. This attack copies that attack except 
Be G Weakness for its Energy costs and ant else required in order to 
use that attack, such as discarding Energy cards. 
Strategy Tip | 
Psyduck is absolutely amazing! Super Mind is hi 
almost guaranteed to give you an amazing attack, RH ~Rare Hologr. 
as long as you flip one heads. Draw a card, deal H~Ultra Ra ‘gram 
20, or copy an attack — every one of those is “are Hologram 
perfectly fine for one Energy. 
. Oe é 
Misty’s Golduck —jotip type: stage-1 w PC: Super Destruction 
5 


QCard Number: 055 (HR) 
ee WC: Extra Beam 40 

»% Effect: Flip a coin. If tails, 
3 discard all Energy cards 
attached to this Pokémon. 
-C Retreat 

G Weakness 
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card attached to each of your opponent's 
Pokémon and discard them. 


Strategy Tip 

As good as Psyduck is, Golduck is not nearly as 
good. Extra Beam deals decent damage, but the 
thought of losing all your Energy is bad. Super 
Destruction is decent. The thought of being able to 
remove energy from lots of Pokémon at once is 
good, but no damage scares me. 


<mere — 
= = Brock’s Mankey 40 Hp Type: Basic F Ci: Taunt 
= ant} .  Wet0 Effect: If your opponent has any Benched 
PoJo’s Power Rating a Card Number: 056 (-) Pokémon, choose 1 of them and switch 
a F: Jump Kick 10 th the Defending Pokémon. 
SA master ai Retreat 
te Very useful P Weakness 
- Strategy Tip 
Average y 
» Limited Use Absolutely terrible. This card is just not worth 
Ip Keep int Fesnocbon putting in any deck. 
Brock’s Mankey 40 Hp Type: Basic F FC: Karate Chop 40- 
Rating, 22 Effect: This attack does 10 less damage for 
Do Card Number: 056 () each damage counter on this Pokémon. 


C: Waste Time 
Effect: Shuffle your deck. 


Retreat 
P Weakness Strategy Tip 
This Mankey is pretty bad. Karate Chop could 
be marginally useful in a deck with Potions to 
deal a lot of damage, but Waste Time is just 
that — a waste of time. 
en 70 Hp — Type: Stage-1 F [Pokémon Power] Jump Back 
Energy Icon Lv: 32 Effect: This Power can only be used when this 
C Jorless 3 Card Numb 57 (UN) Pokémon is reduced to 10 Shuffle this Pokémon 
GS) FFF: Great Violence 60 and all cards attached to it into your deck. This 
F-Fighting 4 Effect: This Pokémon does Power stops working while this Pokémon is Asleep, 
R-Fire — 20 damage to itself. If Confused or Paralyzed. 
w-water testi corti Strategy Tp 
p-Psychic _ ve Retreat We're pretty impressed — Great Violence is a 
G-Grass = a P Weakness decent attack, and the ability to possibly shuffle 
L~Lightning ‘ Primeape back in before its K.O.'¢ is really good. 
With the low retreat, he may see some play. 
50 Hp Type: Basic W WC: Tail Slap 20x 
Lv: 15 Effect: Flip 2 coins. This attack does 20 damage 
Card Number: 060 oO times the number of heads. 


Effects Flip a coin I heads, 
the Defending Pokémon is 


now Paralyzed; if tails, the 

Defending Pokémon is Strategy Tip 

now Asleep. Hang on...this guy is good. The first attack is 

-C Retreat actually a decent stall tactic, and the second can 
G Weakness deal some real damage. Even enough HP at 50. 


Finally, a good Poliwag, 


50 Hp Type: Basic W WW: Amnesia 
Wi 16 Effect: Choose 1 of the Defending Pokémon's 
Card Number: 060 (C) attacks, That Pokémon can't use that attack 
Legend W: Bubble Bubble 20 during your opponent's next turn. 
H-Holofoil Effect: Flip a coin. This 
Rhare eddie can’t use Bubhle eat 
= Bubble during your next turn. 
Un-Uncommon C Retreat ran sy Ae ipeaes ‘a 
on Weekes ly average. Nothing standout, nothing 
Ceo aoa fantastic. Might see some play. 
RH -Rare m 
occa 
URH-Ultra Rare 
70 Hp Type: Stage-1 W CCC: Water Punch 30+ 
Wv:37 Effect Flip a coin for each W Energy 
Card Number: 061 (UN) attached to this Pokémon. This attack 
WC: Hyper Whirlpool 20 does 10 more damage for each heads. 
Effect: Flip a coin. If heads, 
choose 1 Energy card 
attached to the Defending Strategy Tip 
ole na discard Hyper Whirlpool isn’t horrible with a chance 
ce for energy removal. Water Punch is fantastic 


and makes Poliwhirl highly playable. 


Ti ro rn ny! tna Ain Wf he Ct ei Net, ars, GAMEFREA Potion, Gane Goch al, nei nando el ar ater Neds, 


Te 


Gym 1 Translations 


Erika’s Bellsprout 40Hp Type: Basic G G: Poison Fluid 10 
Lv: 12 Effect: Flip a coin, If heads, the Defending Poor 
Card Number: 069 (-) Pokémon is now Poisoned. O'S Power Rati 
GG: Liquid Whip 30 DA maste lies! 
-C Retreat 4) Ve card 
R Weakness a TY Useful 
Strategy Tip a ade 


A decent Bellsprout. I's got an okay first 
attack, and a heavy-hitting second attack. The 
low HP is just really bad, though. 


2 Limited uses 
Keep in the Shoebox 


on 
<0 

40 Hp Type: Basic G [Pokémon Power] Nutrient Absorption ‘ 

Lv: 13 Effect: Once during your turn, before your attack, you 

Card Number: 069 (UN) may choose up to 2 Grass Energy attached to your 

G: Stretch Vine other Pokémon and attach them to this Pokémon. 

Effect: Choose 1 of your You can’t use this Power if this Pokémon is Asleep, 

‘opponent's Benched Pokémon, Confused or Paralyzed. 

This attack does 10 damage to ms 

that Pokémon, (Don't apply Strategy Tip \ 


Weakness and Resistance for 


Benched Pokémon). It’s okay. Nutrient Absorption will be good for 


evolving, and Stretch Vine is decent, but low HP 


Ponca makes him run and hide until he evolves, 
50 Hp Type: Basic G C: Clumsy Tackle 20 
Rating, WY: 15 Effect: This Pokémon does 10 damage to itself. 
QCard Number: 069 (C) 
SQ CRetreat 
R Weakness 
Strategy Tip 
A decent colorless answer to Grass-weak 
Pokémon, but not much use beyond that. 
Erika’s Weepinbell 60 Hp — Type: Stage-1G GG: Entice 20 
. Rating: | 1V:26 Effect: Before damage is done, choose 1 of your opponent's 
~ QCard Number: 070 (UN) Benched Pokémon and switch it with the Defending 
7 °Q — G:Drool 10 Pokémon. (The damage is done to the new Defending 
-C Retreat Pokémon. If your opponent has no Benched Pokémon, you 
R Weakness cannot use this attack.) 
Strategy Tip 
With a built in Gust of Wind attack, this 
Pokémon will be useful since it does the Gust 
before damage instead of after. It’s not very Dr) 
powerful, though, and that hurts. } 
70 Hp Type: Stage-1 G GC: Poisonous Sleep 
Ly: 30 Effect: Flip a coin. If heads, the Defending 
Card Number: 070 (-) Pokémon is now Asleep and Poisoned. 
GGC: Liquid Whip 40 
-CC Retreat 
F Weakness 
Strategy Tip 
Not horrible. The first attack is pretty solid, and | 
Liquid Whip isn’t that bad. It's playable. ; 
80 Hp Type: Stage-2. G [Pokémon Power] Luring Scent 
Ly: 37 Effect: Once during your turn (before your attack), you 
Card Number: 071 (R) may flip a coin. If heads, choose 1 of your opponent's 
GGG: Razor Leaf 50 Benched Pokémon and switch it with his or her Active 
CC Retreat Pokémon. If this Pokémon is Asleep, Confused or 
R Weakness Paralyzed, you cannot use this Power. 
Strategy Tip 
Absolutely incredible! Luring Scent gets out who 
you want to face, and Razor Leaf puts them 
away. The HP is good enough that we finally 
have a good Victreebel line. . 
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Misty’s Tentacool 


Polo's Power Rating 


5, A master card 
4, Very useful 
% hae 

ry Limited u! 
Jy Keep 


int ae te shoebox 


Oy Nr 


Rating: 
oe 


40 Hp Type: Basic W 
LV: 12 

Card Number: 072 (-) 
C: Mysterious 
Effect: Flip a coi 
heads, the Defe 
Pokémon is now Asleep. 
Retreat 

L Weakness 


wat 


'Y Transtations 


en 


WC: Jellyfish Hoard 

Effect: Search your deck for as many 
Tentacool, Tentacruel, Misty’s Tentacool 
and/or Misty’s Tentacruel as you like, show 
them to your opponent, then put them into 
your hand, Shuffle your deck afterward, 


Strategy Tip 


Pretty much worthless. This guy should not be 
in any deck except the one it comes in. 


50 Hp — Type: Basic W 
Lv: 16 

Card Number: 072 (UN) 
-C Retreat 

L Weakness 


WC: Crystal Beam 20 

Effect: Flip a coin. If heads, your opponent 
cannot play any Energy cards during his or 
her next turn, 


Strategy Tip 

Very solid Basic. Crystal Beam will be annoying 
and prevent surprises from the opponent. Doesn't 
have a one-Energy attack, though, so it’s not great. 


Energy Icon 
c~Colorless 
F-Fighting 
R-Fire 
W-Water 
P~Psychic 
G@-Grass 
L-Lightning 


70 Hp Type: Stage-1 W 

LV: 30 

Card Number: 073 (RH) 

llyfish Poison: 30 

a coin. If heads, the 
Defending Pokémon is now 
Poisoned; if tails, the Defending 
Pokémon is now Confused. 

No Retreat 

L Weakness 


[Pokémon Power] Rush Out 

Effect: You may only use this Power whenever this 
Pokémon is your Active Pokémon, and only when damage 
is done to it. Choose 1 of your Benched Pokémon and 
switch it with this Pokémon. You can't use this Power if this 
Pokémon is Asleep, Confused or Paralyzed. 


Strategy Tip 
Jellyfish Poison does not do enough for its 
cost — there are better Water attacks. Rush out 
is not all that useful either, 


Brock’s Geodude 


40 Hp Type: Basic F 
Lv: 13 

Card Number: 074 (C) 
FC: Spiral Shot 20 
Effect: Don’t apply 
Weakness for this attack. 
-C Retreat 

G Weakness 


F: Call for Help 

Effect: Flip a coin. If heads, search your deck for a 
Basic Brock’s Pokémon and put it on your Bench. 
Shuffle your deck afterward. (If you have no room 
fon your Bench, you cannot use this attack.) 


Strategy Tip 

Spiral Shot is not completely horrible, Not sure | like 
that it’s a coin flip, but it can deal with Fight-resistant 
stuff on the Bench. Not much use past it, though. 


Legend 
Htolotol 
R-Rare 
yn-Uncommon 
c-comney 
RH-Rare Hologra! 
URH-Uitra Rare Hi 


stogramn 


50Hp Type: Basic F 
LV: 15, 

Card Number: 074 (C) 
-C Retreat 

G Weakness 


F: Stone Throw 10x 
Effect: Flip 3 coins. This attack does 10 
damage times the number of heads. 


Strategy Tip 


Decent enough, and a definite improvement, 
with a chance of 30 first turn. Worth a look. 


Brock’s Geodude 


Rating: 
so 


50Hp Type: Basic F 
LV: 17 

Card Number: 074 (-) 
C: Tackle 10 

-C Retreat 

G Weakness 


FC: Rolling Shot 

Effect: Your opponent must have a Benched Pokémon 
in order to use this attack. Choose 1 of your opponent's 
Benched Pokémon and flip a coin. If heads, this attack 
does 30 damage to that Pokémon, (Don't apply 
‘Weakness and Resistance for Benched Pokémon.) 


Strategy Tip 

Ugh! First they have to have a Benched 
Pokémon, then you have to flip a coin. The 
card is just too situational, and the first attack 
is just not good enough. 


i sponsored eg by Nendo Ani, no Wao ha Coss. Neda, Crates, GANEFREA.Pténon, Gane By, Gt tat ‘en ll, nthe ical edo sel ar ademas o Nrtedn, 


A ® 
Gym 1 Translations 
Brock’s Graveler 70 stp ‘Type: Stage-1 F FCC: Stone Throw 20x 

LV: 31 Effect: Flip 3 coins. This attack does 20 
Card ferns 075 (-) damage times the number of heads. 
-CC Retreat 
G Weakness 

Strategy Tip 

The attack is okay, but just not worth evolving 

for. One of the better Gravelers, though. 
70Hp Type: Stage-1 F FFF: Explosion 50 
LV: 32 Effect: Does 10 damage to each Pokémon on each 
‘Card Number: 075 (UN) player's Bench, (Don’t apply Weakness and Resistance * 
CC: Tackle 20 for Benched Pokémon.) This Pokémon does 50 damage 
-CC Retreat to itself. If a Stadium card in play, discard it. 
G Weakness 


F Resistance (Damage -30) a 
Strategy Ti A 

Great — another exploding Pokémon. This one, like i 

its cousins, is unimpressive. 


Ls 

90Hp Type: Stage-2 F FFC: Avalanche 20 
Lv: 40 Effect: Choose up to 3 of your opponent's Benched 
Card Number: 076 (R) Pokémon. This attack does 10 damage to each of 
FFCC: Land Crash 50 those Pokémon. (Don’t apply Weakness and 
-CCCC Retreat Resistance for Benched Pokémon.) 
G Weakness 

Strategy Tip 


Avalanche is okay, and Land Crash is a decent 
heavy-hitter, but a Stage 2 with a 4 retreat 
cost is almost totally unplayable. 


Lt. Sus ‘s Magnemite 3011p type: Basic L LL: Confusion Wave 20 
LV: 10 Effect: Flip a coin, If heads, the Defending. 
‘Card Number: 081 (UN) Pokémon is now Confused. 


L: Hyper Wave 10 
Effect: Flip a coin, If heads, 

choose 1 Energy card attached 

to the Defending Pokémon Strategy Tip 


snd dean We really wish this guy had more HP. Hyper Wave 
F Weakness and Confusion Wave are both great attacks, but the 
30 HP is just horrible. » 
6) 
40 Hp — Type: Basic L L: Thundershock 10 
LV: 12 Effect: Flip a coin. If heads, the Defending 
Card Number: 081 (C) Pokémon is now Paralyzed. 
CC: Tackle 20 
-C Retreat 
F Weakness 
Strategy Tip 
The standard “10 and flip for Paralysis” Electric / 
opening. Tackle is att okay Culutless allack, but re Hol ; 
Magnemite still has the low HP. foi cia 
lologram 
70Hp — Type: Stage-1L [Pokémon Power] Energy Charge 
LV: 30 Effect: You may use this Power only if this Pokémon is your 
Card Number: 082 (RH) Active Pokémon. As often as you like during your turn 


Mega Shock 50 (before your attack), you may move 1 L Energy card from 1 
lip a coin. If tals, of your Benched Pokémon to this Pokémon. This Power can't 
is Pokémon does 20 be used if this Pokémon is Asleep, Confused or Paralyzed. 
damage to itself 
-CC Retreat Strategy Tip 
F Weakness Mega Shock is an okay attack, and Energy Charge 


will help get it ready, but there is just not enough 
punch to this Pokémon. Magnemite is just too 
weak for this guy to see play. 


emis 


‘This magaine fs not sponsored or endorsed by Nintendo of Ameria, eo Wizard he Coat ne. Nintnd, Creatures, GANEFREAK. Pokémon, Game Boy, Got clc ‘em al, and he oil Ninn sea ar trademark ot Nendo. 


~ 
2 


Misty’s Seel 


Polo's Power Rating 
5, A master card 

4 Very useful 

4, Average 

23 Limited use 


Jy Keep in the = noebox 


cd A ae me 


4 Translations 


50Hp Type: Basic W 
Lv: 14 

Card Number: 086 (C) 
W: Ice Beam 10 


Effect: During your opponent's 


next turn, the Defending 
Pokémon can't retreat. 
-C Retreat 

L Weakness 


nrov 


WC: Mirage 10 

Effect: If the Defending Pokémon tries to 
attack during your opponent's next turn, flip a 
coin. If tails, that attack does nothing. 


Strategy Tip 


The attacks don’t pack enough punch. This 
card will not be played very much. 


60Hp Type: Basic W 
LV: 20 

Card Number: 086 (-) 
-C Retreat 

L Weakness 


WC: Aurora Beam 20 


Strategy Tip 


20 for 2, 1 retreat, 60HP — real average. 


Energy con 
c~Colorless 


FeFighting 
R-Fire 
w~Water 
p-Psychic 
G@~Grass 
L~Lightning 


80 Hp — Type: Stage-1 W 
Lv: 40 


Card Number: 087 (UN) 
WCCC: Takedown 60 
Effect: This Pokémon does 
20 damage to itself, 

-CC Retreat 

L Weakness 


‘WW: Ice Crush 20 

Effect: If the Defending Pokémon is a 
Fighting Pokémon, this attack does 
twice as much damage. 


Strategy Tip 
A very interesting Pokémon. Ice Crush is great 
against Fighting, and Takedown is okay, but 
for Water, there are better Pokémon. 


Rating: 
Er) 


40 Hp Type: Basic W 
Lv: 10 

Card Number: 090 (-) 
C: Tackle 10 

-C Retreat 

L Weakness 


WC: Clamp 20 
Effect: Flip a coin. If heads, the 
Defending Pokémon is now Paralyzed. 


Strategy Tip 

Low HP and fairly weak and unreliable 
attacks make this a Pokémon that you won't 
see too many of in decks. 


end 
Lege ofall 
R-Rare 
Un Uncommon 
¢-Common 
RH-Rare Hologram 


URH-vitra Rare He Hologram 


70 Hp Type: Stage-1 W 
Lv: 30 

Card Number: 091 (-) 
WWC: Triple Cannon 20x 
Effect: Flip 3 coins. This 
attack does 20 damage 
times the number of heads. 
-CC Retreat 

L Weakness 


[Pokémon Power] Shell Armor 

Effect: Whenever a Pokémon attacks and does 
damage to this Pokémon, that damage is 
reduced by 10. This power stops working while 
this Pokémon is Asleep, Confused or Paralyzed. 


Strategy Tip 
While the Pokémon Power is actually decent, 
Triple Cannon just can’t back it up. Not all 
that great. 


70 Hp Type: Basic F 
Lv: 30 

Card Number: 095 (-) 

FF: Grab 20 

Effect: Flip a coin. If heads, 
the Defending Pokémon is 
now Paralyzed. 

-CC Retreat 

G Weakness 


FFF: Tunneling 

Effect: If your opponent has any Benched Pokémon, 
choose up to 2 of them. This attack does 20 damage 
to each of those Pokémon. (Don't apply Weakness and 
Resistance for Benched Pokémon.) This Pokémon 
cannot use this attack during your next turn. 


Strategy Tip 
1 guess this guy is okay. 2 for 20 and maybe 
Paralysis. Second attack is good, but not great. 


Gym 1 Translations 


Brock’s Onix 100 Hp Type: Basic F 
fiad LYE 
rior Card Number: 095 (C) 
O7Q FC: Rock Throw 30 
-CCC Retreat 
‘ G Weakness 


C: Leer 
Effect: Flip a coin. If heads, the Defending 
Pokémon is now Paralyzed. 


Strategy Tip 

A great wall. The high HP combined with 
the colorless attack that can Paralyze is 
really good. Look for this guy to appear in 
some stall decks. 


Lt. Surge’s Voltorb 40 Hp Type: Basic L 
AMS 12 
a Card Number: 100 (C) 
Qe EL: Spin Ball 20x 

Effect: Flip 1 coin. This attack 
does 20 damage times the 
number of heads. 
~C Retreat 
F Weakness 


LC: Double Spin 20x 
Effect: 2 coins, This attack does 20 damage times 
the number of heads. 


Strategy Tip 
Decent attacks without status effects. Not all 
that impressive. 


Lt. Surge’s Voltorb soup type: Basic 
is Lv: 15 
; Rating: Card Number: 100 oO 
-C Retreat 
as F Weakness 


LC: Break Ball 30 
Effect: Flip a coin. If tails, this attack does nothing. 


Strategy Tip 
One of the better Voltorbs, but still sub-standard. 
Without a status effect, this one will not live long. 


Lt. Surge’s Electrode jor type: stage-11 
LV: 33 
C) ‘Card Number: 101 (-) 
e0e LLC: Power-up Ball 30+ 
€ Effect: Flip 3 coins. This 
attack does 10 more 
damage for each heads. 
-CC Retreat 
F Weakness 


Rating: 


[Pokémon Power] Shock Bomb \. 
Effect: Whenever a Pokémon attacks and does damage : 
to this Pokémon (even if this Pokémon is Knocked B 
Out), flip a coin. If tails, this power does 20 damage to “La 
each player's Active Pokémon. This power works even way 
when this Pokémon is Asleep, Confused or Paralyzed. . 


Strategy Tip 

Shock Bomb is amusing, and Power-up Ball is 
not bad. A decent Electrode? Maybe if it had 
10-20 more HP. 


40 Hp Type: Basic G 
Lv: 12 

Card Number: 102 (-) 
PC: Psychokenesis 10+ 
Effect: This attack does 10 
more damage for each 
Energy card attached to 
the Defending Pokémon. 
-C Retreat 

F Weakness 


C: Eggsplosion 10x 

Effect: Flip a number of coins equal to the 
amount of Energy attached to this 
Pokémon. This attack does 10 damage 
times the number of heads. 


Strategy Tip 

Low HP, but the attacks aren’t that bad. 
Eggsplosion is not that super, but it's okay, 
Psychokenesis is a solid attack. 


Rare Hologram 
a ~Ultra Rare Hologram 


50Hp Type: Basic G 
LV: 15, 

‘Card Number: 102 (UN) 
GC: Egg Bomb 40 

Effect: Flip a coin. If 
heads, this Pokémon does 
20 damage to itself. 

-C Retreat 

R Weakness 
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P: Reflect 
Effect: During your opponent's next turn, P; Fe 
damage done to this Pokémon by attacks is “6 
reduced by half. (Other effects are unchanged.) 


Strategy Tip 

Reflect is not that great, but Egg Bomb is kind 
of useful. The HP is decent and he'll probably 
see some game play. 


— i HOES 


“eneetet 


4) Translations 


Erika’s Exegguter 70 Hp Type: Stage-1G GCC: Stomp 30+ 
Rating LV: 31 Effect: Flip a coin. If heads, this attack 
1oJo'S Power Gol Number 103 (UN) does 10 more damage. 
: Psy Exchange 
A master card Effect Shuffle your hand into 
4, Very useful your deck, then draw 5 cards, 
5 average a Weakness eae 
25 Limited uses This could be the dark horse of the whole set. 
in the shoebox Psy Exchange is just brutally good, and Stomp 
Jy Keep = is a decent attack. Look for certain types of 
decks to simply abuse this card. 
60 Hp — Type: Basic F F: Cross Counter 
LV: 29 Effect: During your opponent's next turn, if an attack 
Card Number: 107 (RH) does damage to this Pokémon (even if this Pokémon is 
FEC: Magnum Punch 50 Knocked Out), flip a coin. If heads, this Pokémon does 
-C Retreat twice the damage received to the Attacking Pokémon. 
7) P Weakness Strategy Tip 
4 Every bit as good as the original, and maybe more. 
Cross Counter is one of the most broken attacks ever 
in a Pokémon. Magnum Punch still dishes out an 
incredible amount of damage. Add on top of that the 
single retreat cost and you have a must-use Pokémon. 
Brock’s Lickitung 80 Hp Type: Basic C CCC: Slam 30x 
Energy Icon a: Ly: 24 Effect: Flip 2 coins, This attack does 30 
colorless oa Card Number: 108 (UN) damage times the number of heads. 
C CC: Tongue Pound 20 
F-Fighting -CCC Retreat 
R-Fire F Weakness Strategy Tip 
W~Water P Resistance (Damage -30) A really good Lickitung - very possibly an 
p-Psychic improvement on the original. High HP with 
a decent offensive attacks make Lickitung the 
G-Gra riew Colorless beatstick. Look for him to:appéar 
L~Lightning ina lot of decks. The only downside is the 
triple retreat, though. 
4 60Hp Type: Basic F CC: Horn Throw 20 
9 LV: 25 Effect: If your opponent has any Benched 
« Card Number: 111 (-) Pokémon, choose 1 of them and switch it 
ba FEC: Takedown 40 with the Defending Pokémon. (Do the 
Effect: This Pokémon does damage before switching Pokémon.) 
10 damage to itself. 
~CC Retreat itegy 
* G Weakness one ua 


This Pokémon is just terrible. Horn Throw is 
just bad ~ we know how good Whirlwind is, 
or isn’t. Takedown is just horrible for the cost. 


L Resistance (Damage -30) 


Brock’s Rhyhorn 70Hp — Type: Basic F FC: Drill Tackle 70 
Rating: LV: 29 Effect: Flip 2 coins. If either is tails, 
Qe Card Number: 113 (©) this attack does nothing. 
Legend -CCC Retreat 
H-Holofoil G Weakness 


L Resistance (Damage -30) 
Strategy Tip 
Well, if you're using a rigged coin or are a really 
lucky player, this Pokémon is incredible. For the 
rest of the world, though, this guy is way too 
risky to put in any deck. 


Brock’s Rhydon 80 Hp Type: Stage-1 F [Pokémon Power] Bench Guard 
Rating: 138 Effect: This Power is used only when this Pokémon is 
ry Card Number: 112 (RH) on your Bench, If an attack does damage to. a 
@¢ — FECC: Lariat 70 Pokémon on your Bench, that damage is reduced by 

Effect: Flip a coin. If tails, this 10. (If the attack does damage to more than one 
attack does nothing. Pokémon on your Bench, choose 1 of them.) 
-CCC Retreat 
G Weakness Strategy Tip a. 
L Resistance (Damage -30) The Pokémon Power is virtually worthless, the 


retreat is high, and his attack still is very risky for 
4 Energy. Probably not going to be played much. 


Gym 


Erika’s Tangela 60 Hp Type: Basic G 
IM aT 
ae Card Number: 115 (C) 
@é 10 


F Resistance (Damage -30) 


1 Trans 


ations 


GGC: Growing Vine 

Effect: Choose 1 of your opponent's Benched 
Pokémon. This attack does 20 damage to that 
Pokémon. (Don’t apply Weakness and Resistance 
for Benched Pokémon.) 


Strategy Tip 

The attacks are not very good. Retreat is 
marginally bad, but the HP is okay. This is “ 
not all that great. 


Polo's Power Ratin 
3A master card 


Misty’s Horsea 


40 Hp — Type: Basic W 
Lv: 10 

Card Number: 116 (C) 
W: Tackle 10 

Retreat 

L Weakness 


‘WW: Smokescreen: 20 
Effect: If the Defending Pokémon tries to attack during 


your opponent's next turn, your opponent flips a coin. If ap 
tails, that attack does nothing. JO 
Strategy Tip st 


Bad HP and the tackle is pretty lame. Smokescreen 
and no retreat are the good parts to this Pokémon. 
Still will not see very much play. 


— 


50Hp Type: Basic W 
LV: 16 

Card Number: 116 (C) 
P Psy Punch: 20 

Retreat 

L Weakness 


‘Ww Ink Spray 20 


Effect: Flip a coin. If heads, whenever the Defending Energy Icon 
Pokémon attacks, your opponent flips a coin. If tails, C~Colori 
that attack does nothing. This effect lasts until the F~Fi ess 
Defending Pokémon is Benched. ighting 
R~Fire 
Strategy Tip W-Water 
Better HP, but the attacks are absolutely horrid. P~ Psychic 
No retreat is nice, but there’s nothing good to G~Grass 
back it up. Forget about playing with this. L-Lightnin 
ig 


Misty’s Seadra 


70 Hp Type: Stage-1 W 
Rating: {V:30 


WWW: KO Needle 30+ 
Effect: Flip 2 coins. If both are heads, this attack 


Rating: LV: 08 
@@_ Card Number: 118 ) 
Retreat 
L Weakness 


QCard Number: 117 (RH) does 60 more damage. 
QQ Tail Whip 20 
4 -C Retreat 
L Weakness 

Strategy Tip . 
Goodness, we want to find this good here. { 
Tail Whip is decent, and KO Needle has the 
potential to be devastating, but you have to an 
be lucky. 20 

Misty’s Goldeen 30Hp Type: Basic W W: Horn Hazard 30 


Effect: Flip a coin, If tails, this attack 
does nothing. 


Strategy Tip 

It's a weaker Nidoran Male. Thirty HP 
is just not going to cut it for a Pokémon 
to be offensive. 


RH Rare Holo, 
gram 
URH ~Uitra Rare Hologram 


Misty’s Goldeen 40 Hp Type: Basic W 
5 Rating: LV: 10 
2° Card Number: 118 (C) 
QQ C:Fury Attack 10x 
Effect: Flip 2 coins. This 
attack does 10 damage 


‘W: Confuse Ray 
Effect: Flip a coin. If heads, the 
Defending Pokémon is now Confused. 


times the number of heads. Strategy Tip 
Peres acl Fury Attack is worth looking at, and Confuse 
Ray for 1 Water is real good. Low HP, but 
Confuse Ray makes up for it. 4 
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60 Hp Type: Stage-1 P 
Lv: 30 

Card Number: 119 (-) 
W: Horn Attack 10 

-C Retreat 

L Weakness 


was 


‘Translations 


bn 


‘WW: Undertow 30 

Effect: If your opponent has any Benched 
Pokémon, choose 1 of them and flip a coin. 
If heads, this attack does 10 damage to that 
Pokémon. (Don't apply Weakness and 
Resistance for Benched Pokémon.) 


Strategy Tip 


The second attack is okay, but not fantastic. 
This is a slight improvement over the old 
Seaking, but still not really playable, 


Rating: 
Cr) 


40 Hp Type: Basic W 
LV: 16 

Card Number: 120 (C) 
-C Retreat 

L Weakness 


W: Star Boomerang 20 
Effect: Flip a coin. If heads, return this card 
and all cards attached to it to your hand. 


Strategy Tip 

Star Boomerang’s only real use would be against 
‘a Water-weak Pokémon when you want to hit 
and run, Outside of that, it’s pretty worthless. 


Misty’s Staryu 


Energy !con 
¢~Colorless 
F-Fighting 
R-Fire 
W-Water 
p-Psychic 
G~Grass 
LeLightning 


Rating: 
3e 


50Hp — Type: Basic W 
LV: 20 

Card Number: 120 (-) 
-C Retreat 

L Weakness 


WC: Swift 20 
Effect: Don't apply Weakness, Resistance 
‘or Pokémon Powers for this attack. 


Strategy Tip 
‘Well, since nothing out there is resistant to 
Water, this card only becomes better against 
Erika’s Dratini. Outside of that, leave this 
thing alone, 


Misty’s Starmie 
Tags Rating: 
ve 


80 Hp Type: Stage-1 W 
LV: 35 

Card Number: 121 (-) 
WWW: Bubblebeam 30 
Effect: Flip a coin. If heads, 
the Defending Pokémon is 
now Paralyzed. 

-CC Retreat 

L Weakness 


'W: Water Gun 10+ 

Effect: This attack does 10 more damage for 
each W Energy attached to this Pokémon, but 
not used to pay for this attack’s Energy cost. 
You can't add more than 20 damage in this way. 


Strategy Tip 

Not completely horrible. Water Gun is always 
good, and Bubblebeam is useful. If you're 
going to evolve water Pokémon, though, this 
‘one is not your best bet. 


Legend 
H Si tofoll 
R-Rare 
Un-Uncommon 
¢-Common 
-Rare Hologram 
Peas Rare Hologte™ 


60 Hp Type: Basic G 
LV: 23 

Card Number: 123 (RH) 
GCC: Speed Scythe 

-C Retreat 

R Weakness 

F Resistance (Damage -30) 


G: Shadow Image 

Effect: If the Attacking Pokémon's attack does damage 
to this Pokémon, your opponent flips a coin. If heads, 
prevent all damage done to this Pokémon by that 
attack (any other effects of the attack still happen). 


Strategy Tip 

Not as good as the original, but then again what 
is? Shadow Image is incredible, though, and 
Speed Scythe is really good for the cost. Yeah, it 
has a retreat cost, but it’s still incredible. 


Rating: 


60 Hp Type: Basic L 
Ly: 22 

Card Number: 125 (-) 
L: Electricity 
Effect: Choose up to 2 L 
Energy cards in your 
discard pile and attach 
them to this Pokémon. 
-CC Retreat 

F Weakness 


LL: Thunderblast 20 

Effect: Choose 1 L Energy card attached to this 
Pokémon, and move it to 1 of your Benched 
Pokémon. (If you have no Benched Pokémon, 
discard the L Energy card instead.) 


Strategy Tip 

It makes us cry to see such a bad Electabuzz. 
His attacks are really lackluster. There is no 
point to playing with him when better 
Electabuzz are available. 
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Gym 1 Translations 


Lt. Surge’s Electabuzz 7orp type: Basic L L: Discharge 30x 
Rating: 1:28 Effect: Discard all L Energy cards attached to this 
3 "Card Number: 125 (RH) Pokémon in order to use this attack. Flip a coin for 
e808 L: Electricity each L Energy card discarded in this way. This 
Be Effect: Choose up to 2L attack does 30 damage times the number of heads. 
Energy cards from your 
discard pile and attach them Strategy Tip 
fo the Lodmon. Is he better than the original? Not quite, but 
-CC Retreat Pee an woe Cre Eee 
P Wale close. Electricity is incredible, and Discharge 
can utterly unload on an opponent. This card 
is much better in the mid-to-late game, but at 
that point, it’s just a solid finisher. = 
Misty’s Magikarp —30Hp Type: Basic W C: Play Dead 
= Rating, WV:05 Effect: Flip a coin. If heads, during your opponent’s next 
step Card Number: 129 (C) turn, prevent all damage done to this Pokémon by attacks. 
C: Splash 10 (Other effects are unchanged). 
-C Retreat 
L Weakness 
Strategy Tip 
This Magikarp is actually semi-decent. Why? It 
might be able to keep itself alive until it evolves. 
No real attack potential, though. i 
Misty’'s Gyarados 100 Hp Type: Stage-1 W [Pokémon Power] Defiance 
= Rating: LV: 42 Effect: Whenever this Pokémon attacks, flip 2 coins. 
Card Number: 130 (RH) If both are tails, that attack does nothing, and shuffle 
ryt) WWWW: Hydro Crash 70 this cards and all cards attached to it into your deck. 
3 -CCC Retreat This Power works even if this Pokémon is Confused. 
G Weakness 
F Resistance (Damage -30) Strategy Tip 
Really good in a Rain Dance deck, but Defiance 
is a pretty scary Pokémon Power. Don't expect it 
to be that big a problem, though, and watch 
Hydro Crash rip through some decks. 
40 Hp Type: Basic C C: Surprise 
Lv: 10 Effect: Choose a card, unseen, from your oppo- 
Card Number: 133 (UN) nent's hand. Look at that card, then shuffle it 
CC: Seratch 20 into your opponent's deck. 
-C Retreat 
F Weakness 
P Resistance (Damage -30) Strategy Tip =< 
Surprise can sure put your opponent between ba 
a rock and a hard place. The attack is okay, 
but this is not an outstanding Pokémon. 
Lt. Surge’s Jolteon — orp type: stage-1 LLL: Thunder Rage: 30+ 
. Rating: LV:32 Effect: This attack does 10 more 
3 Card Number: 135 (R) damage for each damage counter on Legeng 
ee) this Pokémon. Flip a coin. If tails, this H-Holofoj 
c") If heads, Pokémon does 30 damage to itself. lolofoil 
during your opponent's next R~Rare 
turn, you opponent cannot Strategy Tip Un~-Uncommo, 
Bley aut alber cares: Overall, this Pokémon is not that bad. Blind is Common 
-C Retreat r i mon | 
F Wakes pretty good, and Thunder Rage can deal a lot RH ~Rare Holo. ] 
of damage really fast. Once again, Eevee gets URH~Uitra fu 
a good Evolution. Rare Hologram 
3 
Team Rocket's Moltres corp type: Basic R [Pokémon Power] Rebirth 
Rating: LV: 26 Effect: You can use this power only when this Pokémon is 
e) Card Number: 146 (RH) Knocked Out. Return this card from your discard pile to 
BQ RRR: Fire Wall 40 your hand, This power stops working when this Pokémon is 
2° Effect: During your opponent's Asleep, Confused or Paralyzed when the opponent attacks. 
next turn, if an attack does 
damage to this Pokémon, this Strategy Tip 


Pokémon does 10 damage to 
the attacking Pokémon. 

-CC Retreat 

Weakness 

F Resistance (damage -30) 


Rebirth is fairly strong. Fire Wall is a decent attack 
with the second part giving the opponent something, 
to think about. Should see some play. 
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Die m CI Was a a 
Erika’s Dratini 40 Hp lype: Basic € [Pokémon Power] Mysterious Barrier 
x Lv: 14 Effect: Whenever an attack from a Basic Pokémon does 
PoJo's Power Rating J gues-yao ad) Rating: Cs14 Number: 147 (UN) 20 or more damage to this Pokémon, that damage is 
al CC: Tail Attack 10+ reduced to 10. This Power stops working while this 

SA master al Effect: Flip a coin. If Pokémon is Asleep, Confused, or Paralyzed. 
4, Very useful heads, this attack does 20 

more damage. Strategy Ti 
3 Average -€ Retreat Pain set i eeu’ 

Seine  Basic-dominated as the tournament scene is, 


shoebox this Pokémon might be okay. Tail Attack is 
always good. Not great, but a good stepping- 


stone Pokémon. 


Limited u5e5 
% the 


Jy Keep in P Resistance (Damage -30) 


80 Hp Type: Stage-1 C CCC: Blizzard 30 

Lv: 32 Effect: Flip a coin. If heads, this attack does 10 damage 
Card Number: 148 (RH) to each of your opponent's Benched Pokémon; if tails, 
CCCC: Lead this attack does 10 damage to each of your Benched 
Effect: Shuffle this Pokémon Pokémon. (Don't apply Weakness and Resistance for 
and the Defending Pokémon Benched Pokémon.) 


and all cards attached to them Strategy Tip 


into their respective decks. desl : 
-CC Retreat Blizzard is still a good attack, but Lead still 
Weakness has yet to show how useful itis. It could be 
P Resistance (damage -30) incredible or really bad; it will be dependent 


‘on the deck it's in. 


Type: 

No Number: (RH) 

Effect: Discard 2 of the 

other cards in your hand in 

order to choose 1 Basic 

Pokémon in your discard pile 

and put it on your Bench, Strategy Tip 
It's an “Item Finder” of Basics, While better 
than Revive, | can't see many decks running 
more than one or two of these, Then again, 
your low-Basic decks might just love it. 


iner 
Energy Icon 
¢-Colorless 
F Fighting 
R-Fire 
w-Water 
p-Psychic 
G-Grass 
L-Lightning 


Type: Trainer 
No Number: (RH) 
Effect: Flip a coin, If heads, 
choose three cards from 


your opponent's hand, 
unseen, and shuffle them 
into your opponent's deck. Strategy Tip 
2 This card can win games before they even have 
a chance to begin. Provided you can flip heads 
okay, this card can be a completely crushing 
blow to the opponent before they even get a 
chance to start. 
‘Type: Trainer NOTE: This card is a non-hologram 
No Number: (R) version, alternate art version of the 
Effect: You must discard 2 ‘Hanada City Gym Deck’ card, 
Legend of the other cards in your 
H-Holofoil hand in order to play this 
card. If one of your Misty 
R-Rare Pokémon attacks this turn, Strategy Tip 


Un-Uncommon and does damage, that 
damage is increased by 20. 
(Damage to Benched 


Pokémon is unchanged). 


This card is just a double PlusPower than can 
only be used on Misty’s Pokémon and 
requires 3 total cards. No thank you. 


NOTE: This card is a non-hologram 
No Number: (R) version, alternate art version of the 
Effect: You must discard 2 ‘Hanada City Gym Deck’ card. 

of the other cards in your 

hand in order to play this 

card. If one of your Misty 

Pokémon attacks this turn, Strategy Tip 


and does damage, that This card is just a double PlusPower than can 


senate eee only.be used on Misty’s Pokémon and 
pabenoa & tochanged requires 3 total cards. No thank you. 
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Gym 1 Translations 


‘Type: Trainer 
No Number: (R) 
Effect: Remove 1 damage counter 
from each of your Pokémon. 


Strategy Tip 

Kind of like a half Potion that works with all 
of your Pokémon instead of just one. 
Interesting but won't tip the scales that much 
in your favor. 


Brock (Foil) ‘Type: Trainer 
7 No Number: (R) 
ee Effect: Remove 1 damage 
PP 4 counter from each of your 
Pokémon. 


Strategy Tip 


Kind of like a half Potion that works with all of your 
Pokémon instead of just one. Interesting but won’t 
tip the scales that much in your favor. 


Type: Trainer 

No Number: (R) 

Q__ Effect: Each player may 

SQ drawup to 3 cards. (You 
@ draw your cards first). 


Rating: 


NOTE: This card is a non-hologram, alternate art 
version of the ‘Tamamushi City Gym Deck’ card, 


Strategy Tip 

You don't really want to give your opponent 3 
cards, but it's good to get them yourself. Look for 
decks that go off real fast to use this card. It's also 
abuseable in a stall deck, where your opponent 
might not want to draw the cards. 


Type: 

No Number: (R) 

ry Effect: Each player may 

BQ drawup to3 cards. (You 
4 draw your cards first). 


Rating: 


NOTE: This card is a non-hologram, alternate 
art version of the ‘Tamamushi City Gym Deck’ 
card. 


Strategy Tip 

You don't really want to give your opponent 3 
cards, but it's good to get them yourself. Look 
for decks that go off real fast to use this card. 

It's also abuseable in a stall deck, where your 
opponent might not want to draw the cards. 


Type: Trainer 
Rating: No Number: (R) 


NOTE: This card is a non-hologram, 
alternate art version of the ‘Kuchiba 


a6 Effect: If your Bench is not City Gym Deck’ card. 
full, put your Active 
Pokémon on your Bench, 
then put a Basic Pokémon : 
Strategy Tip 
This card is a very bad Switch. That's al. 
Lt. Surge (Foil) Type: Trainer NOTE: This card is a non-hologram, 


Rating: No Number: (R) 
@e _— Eifect: If your Bench is not 
full, put your Active 
Pokémon on your Bench, 
then put a Basic Pokémon 
from your hand into your 
Active Position. 
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alternate art version of the ‘Kuchiba 
City Gym Deck’ card. 


Strategy Tip 
This card is a very bad Switch. That's all. 


PoJo's Power 


3A master card 
$ Very useful 
~» Average 


Limited uses 
Keep in the shoebox 


Rating 


URH 


R~Rare 
Un ~Uncommon 


RH ~Rare 


Legend 
H~Holofoit 


~Common 


Hologram 
~Ultra Rare Hologram 


Pr . a rsagnn wu my~ 
° & 
‘T lati 
Translations 
ss hus Removal Prohibition Gym Type: Trainer 


PoJo’s Power Rating 


5, A master card 
4, Very useful 
3, Average ss 
Limited us' 
fe ee in the shoebox 


No Number: (R) 

Effect: Each player cannot 
play an Energy Removal or 
Super Energy Removal unless 
they discard 2 of the other 
cards in their hand. (This 
Stadium card stays in play for 
the entire game. If another 
Stadium card is played, this 
card is discarded.) 


Strategy Tip 
This card will be the bane of Energy Removal 
decks. It is really good in a low-Energy deck. 


Rocket's Special 
Instruction Gym 


Type: Trainer 
No Number: (R) 
Effect: Each Active Pokémon’s 
Retreat Cost is increased by 1. 
(This Stadium card stays in 
play for the entire game, If 
another Stadium card is 
played, this card is discarded.) 


Strategy Tip 
Decks using Scoop Up and Switch can utilize 
this card well, but overall | don’t think it will 
have much impact. 


nergy Icon 
E ra Sess 


F-Fighting 
R-Fire 
w-Water 
p~Psychic 
G-Grass 
L-tightning 


‘Type: Trainer No 
Number: (R) 
Effect: Whenever any player 
plays a Trainer card that isn’t a 
Stadium Card, that player flips 
a.coin. If tails, that player 
cannot use that Trainer card, 
and his or her opponent may 
use that card instead. If the 
Trainer card is attached to a 
Pokémon (such as PlusPower), 
or is put into play (such as 


Clefairy Doll), you cannot use that card. If the card 
requires you to do something, (such as discarding cards 
from your hand), and you aren't able to, you can‘t use 
it. Either way, the card is discarded afterward. (This 
Stadium card stays in play for the entire game. If 
another Stadium card is played, this card is discarded). 


Strategy Tip 
This may be the best Gym. Used in a deck running 
few Trainers can make it quite a problem for your 
opponent, deterring them from playing some Trainers 
that they definitely not want thrown back at them 


Type: Trainer 
No Number: (R) 
Effect: Look at one of your 
Prizes. Then, ask your 
‘opponent if you may 
exchange it with one of the 
cards in your hand. If it’s 
‘okay, exchange the Prize 
that you looked at with one 
of the cards in your hand. If 
it's not okay, draw 1 card. 


Strategy Tip 
This card might work really well with multiple Oaks 
in a deck. Your opponent will probably not want to 
give you the free card, so they'll more than likely let 
you exchange with a random prize. In that case, 
just swap an extra Oak or something you'll want 
later. It’s an okay card. 


end 
He Holofotl 
R-Rare 
Un-Uncommon 
¢~Common 
RH -Rare Hologram 
ypl-Uitra Rare Holo 


gram 


Type: Trainer 
No Number: (R) 
Effect: Attach this card to 
your Active Pokémon, At the 
end of your opponent's next 
turn, return this card to your 
hand. If the attached 
Pokémon is Knocked Out, 
this card is discarded 
instead. Whenever an attack 
from the attached Pokémon 
does damage to your 


‘opponent's Active Pokémon, you may 
reduce that damage by as much as you want. 


Strategy Tip 
‘The perfect Mr. Mime killer, but not very useful 
beyond that. Should not see any real play. 


Lt. Surge’s Secret 
Operation 

Rating: 

oe 


Type: Trainer 
No Number: (R) 
Effect: Put a card from your 
hand face down on your 
Bench. While this card is 
face-down, it acts as a Basic 
Pokémon. During your turn, 
you may turn that card face 
up. If that card attacks, uses 
a Pokémon Power, Evolves, 
Retreats, or damage is done 
to it, turn that card face up. 


(Uf the card is turned face up, and the 
card is not a Basic Pokémon, discard 
it and all cards attached to it.) 


Strategy Tip 

This is a really fun card, but | don’t see it having 
much of a tournament impact. You may be able to 
use it as a decoy tactic. 
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Gym 1 Translations 


‘Type: Trainer 
No Number: (R) 
Effect: Attach this card to one 
of your Brock Pokémon. Energy 


PoJo's Power 


Rati 
3A master card ng 


cards attached to this Pokémon 
cannot be removed by attacks » Very useful 
from your opponent's Pokémon Strategy Tip Average 


or by Trainer cards played by 


your opponent. ninited uses 


This card is pretty good to protect a high-cost 
2 Keep in the shoebox 


Pokémon to make sure it’s effective. It’s prob- 
ably not useful enough, though, to warrant 
playing. 


Lowered Resistance Gym ‘Type: Trainer 

No Number: (R) 

Effect: Each Pokémon’s 

Resistance is reduced by 20. 

(Uf the Resistance is -30, it is 

now -10.) (This Stadium card 

stays in play for the entire 

game. If another Stadium card Strategy Tip 


is played, discard this card.) Fighting and Psychic decks will need this to be able 


to get around all the resistant Pokémon. Outside of 
that, not overly good. 


‘Type: Trainer 

No Number: (UN) 

Effect: Each Misty Pokémon’s 

Retreat Cost is reduced by 1. 

(This cannot reduce the 

Retreat Cost below 0.) (This 

Stadium card stays in play for Strategy Tip 

see ence sare moti Reducing retreat costs is always good, but 

Sead hie ay ye, unless almost all the Pokémon are Misty’s, it’s 
7 probably not that great. 


Type: Trainer game. If another Stadium card is played, 
No Number: (UN) discard this card) 
Effect: Whenever any player 
attacks with a Lt. Surge 
Pokémon, that player may 
flip a coin. If heads, and 
that attack does damage, Strategy Tip 


Sas attack does 10 more Overall, not really useful. This Gym will 
lamage. If tails, that Beccts 
cause as much pain as it does help. The 


oan Geos only good thing is that you are not forced 
stays in play for the entire to flip the coin. 


Type: Trainer 
No Number: (UN) 
Effect: Don't apply 
Resistance for the 


Defending Pokémon when 
a Brock Pokémon attacks, 
(This Stadium card stays in Strategy Tip 
play for theeotire game, 1f This card is great in an all-Brock deck, 
atioties Stadion card since there are so many Fight-resistant 
play) eucard this cart), Pokémon. Lower Resistance Gym may be 

more useful, though. 
Tamamushi City Gym Type: Trainer 
<a Rating: No Number: (UN) 

Effect: During his or her turn, 


SO player may discard 1 Energy 


card attached to 1 of his or 
her Erika Pokémon. If so, that 

Pokémon is no longer Asleep, Strategy Tip 

Confused Favalyzed or, Its limited usefulness make it a card that 


arate pera should see very little play, even in decks with 
game. If another Stadium card Erika’s Pokémon. 


is played, discard this card). 
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Rating 


PoJo’s Power 
{ 5, A master card 
4, Very useful 

4, Average 


| 2, Limited use5 
“ Keep in the shoebox 


Energy Icon 
¢~Colorless 
F-Fighting 
R-Fire 
w~-Water 
p~Psychic 
G~Grass 
L-Lightning 


Legend 
ry =Folofoil 
R-Rare 
Un-Uncommon 


er 1 


‘Translations 


Erika’s Kindness 


type: Trainer 
No Number: (UN) 
Effect: Remove 2 damage 
counters from each Pokémon 
in play. (This includes your 
opponent's Pokémon.) 


Strategy Tip 
Tremendous in a stall deck. Look for Alakazam 
decks to just break this card, which might be 
better than Pokémon Center in the right deck. 


Brock’s Method 
of Breeding 


Type: Trainer 
No Number: (UN) 

Effect: Search your deck 
for a Basic Brock 
Pokémon or Brock 
Evolution card, show it to 
your opponent, then put it 
into your hand. Shuffle 
your deck afterward. 


Strategy Tip 
In an almost all-Brock deck, this card is definitely 


good, It’s a Pokémon Trader without the trading. 
It will see some play. 


‘Type: Trainer 
No Number: (UN) 
Effect: Your Evolved 
Active Pokémon, for this 
turn only, may use an 
attack from a lower-level 
of Evolution. 


Strategy Tip 

I can certainly think of some situations in 
which this card would be useful, but those 
will be few and far in between, Not enough 
justification to play this card. 


Type: 
No Number: (UN) 
Effect: Look at your 
opponent's hand, then, 
discard as many cards 
from your hand as you 
wish. Afterward, draw 
the same number of 


Strategy Tip 


We can’t help but like this card. Being able to 


Garde that you discarded: look at your opponent’s hand, then discard 
useless stuff from you hand to draw cards is 
pretty good. Should see use. 

Type: Trainer 


No Number: (UN) 

Effect: You must have no 
Basic Pokémon in your hand 
in order to play this card. 
Show your hand to your 
opponent. then, search your 
deck for a Basic Pokémon, 
show it to your opponent, 
then put it into your hand. 
Shuffle your deck afterward. 


Strategy Tip 

I really like this card. It lets you run a leaner, 
meaner deck. Provided you can get past the 
opening hand without a mulligan, this card is 
just great. 


Erika’s Attendants 


Type: Trainer 
No Number: (UN) 
Effect: Shuffle 2 cards 
from your hand into 
your deck in order to 
search your deck for up 
to 2 Lrika Pokémon, 
show them Co your 
opponent, then put them 
into your hand. Shuffle 
your deck afterward. 


Strategy Tip 

This card could certainly be playable. Since it 
does not specify Basic, it's like a limited, 
double Pokémon Trader that lets you trade any 
card. Erika’s Pokémon will love this card. 
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Erika’s Perfume 


‘Type: Trainer 
No Number: (UN) 
Effect: Look at your opponent's 
hand. As long as your opponent's 
Bench is not full, choose as many 
Basic Pokémon from your 


a : 
Strategy Tip 
Yes, the card could be situationally useful, but 


I don’t see it being great. If it made that 
Pokémon Active, then maybe, but not 


opponent's hand as you like, and Benching it. 
put them on his or her Bench. PoJo 
‘O'S Power R; 
atin, 

SA master card ig 

ey. Useful 

: 5 \Verage 
Lt. Surge’s Negotiations ‘Type: Trainer 
: No Number: (UN) Strategy Tip Limited uses 


Rating: 


Effect: Ask your opponent if 
each of you may take 1 of 
your Prizes. If it's okay, each 
player may take 1 of his or 
her Prizes. If it's not okay, 
draw 1 card, 


Keep ji 
Why not? Aggressive decks will drool over cee” the Shoebox, 


this card. Look for super-fast-decks to use 
this card. 


‘Type: Trainer 
No Number: (UN) 
Effect: Look at the top 7 
cards of your deck. Put 2 
of those cards into your 
hand, and discard the rest. 


Strategy Tip 

This card is utterly phenomenal in a deck that 
is looking to put together a combo. Other 
decks will use it as well. Decking could 
become an issue, but if your deck can handle 
it, this card is just da’ bomb! 


‘Type: Trainer 
No Number: (C) 
Effect: Choose as many 
Basic Energy cards attached 
to 1 of your Pokémon as 
you wish, and return them: 
to your hand. 


Strategy Tip 
This card does seem to have its uses, but we think 
for the most part it won't replace Energy Retrieval. 


‘Type: Trainer 
No Number: (C) 
Effect: Each player's Bench can 
only have 4 or less Pokémon on 
it. While this card is in play, if 
player have 5 or more Pokémon 
on his or her Bench, her or she 
returns 1 of them and all 
attached cards to his or her 
hand. (This Stadium card stays 
in play for the entire battle. 


If another Stadium card is played, this 
card is discarded.) 


Strategy Tip Q 
Almost completely worthless. This card will 
work, only slightly, against Wigglytuff decks. 
Including that use, keep it in the binder. 


Legend 
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Rating: 


oe 


‘Type: Trainer Hei 
No Number: (C) Strategy Tip R olofoi! 
ceric 20 tee A really, REALLY bad Energy Search. Possibly ee 
crue a yeotians ba useful in “Rain Dance,” hut we doubt it N~Uncommon 
order to search your deck C09; 
for up to 2 W Energy cards. RH-Rs mmon 
Show them to your your “Rare Hol 
‘opponent, then put them URH~Uitra Retene ny 
into your hand. Shuffle a lologram 
your deck afterward. = 
Misty’s Game ‘Type: Trainer ? 


No Number: (C) 

Effect: Play a game of 
Rock-Paper-Scissors with 
your opponent. The loser 
shuffles his or her hand 
into his or her deck, then 
draws 5 cards. 


Strategy Tip 

This card could be multi-useful. You can try to lose 
when your hand is empty, or try to flush out a big 
hand by your opponent. Might have its uses. 


: | 
eGuide 
U.S. CARDS 


1st Edition cards are specially marked with the “Edition 1” stamp to signify their limited print-run 
status. These cards were only available in mass retail for a short time and current prices reflect this 
limited production. 


“Unlimited” cards do not have the “Edition 1” stamp and remain in production. 


PoJo’s Pokémon does NOT sell cards — the price guide is compiled for clarification of relative 
values and what you might expect to pay at game stores or collectible dealers for these cards. 


No special pricing is given for unique “error” cards (such as yellow-cheek Pikachu or no-damage 
Ninetales) because of limited pricing data available and the large quantity of misprints in these sets. 


BASIC SET 


(ist/UL Edition) 


Approximate date 

initially released: 
Starter Decks .... Dec. 1998 
Theme Decks ..... Jan. 1999 
Booster Packs .... Jan. 1999 
(Edition 1/Limited Print Run) 
Booster Packs .... Feb. 1999 
_ Unlimited Print Run) 


102 Total cards: 


16 Foil (ultra-rare “holo- 
graphic”) 

16 Rare (non-“holographic”, 
32 Uncommon 
32 Common 

6 Basic Energy (no rarity) 


(ist/UL Edition) 


Approximate date 
initially released: 
Theme Decks .... June 1999 
Booster Packs. ... June 1999 
(Edition 1/Limited Print Run) 


Booster Packs. ... June 1999 
(Unlimited Print Run) 


64 Total cards: 


16 Foil (ultra-rare holo- 
graphic) 

16 Rare (non-holographic) 
16 Uncommon 

16 Common 

6 Basic Energy (no rarity) 


[eKeKe! 


$9.00 
$10.00 
$4.00 
$4.00 
$4.00 


OLexiung 
ONeronek 
ONsorre 
O Parasect 
O Pesan 
DO Frmeape 
CO Reodash 
ORhydor 
Oseaing 


QO Cibore,. 
Ofeves 

OD Exegncute 
O Godden 
Q Joghput 
QO Mankey 
OMeowth 
ONidoraniF) 
QO Oddsh 

O Paras 


Approximate date 
initially released: 
Theme Decks ..... Oct. 1999 


Pattee Bnt Rum 129 
CeRetSh 12 Limited Print Run 


62 Total cards: 


15 Foil (ultra-rare holo- 
graphic) 
15 Rare (non-holographic)| 
16 Uncommon 
16 Common 

o & 


Cs 


Lv15 Qungle. 


$9- 
feoonon) Id Bordered 


EGGG56555 


6 -Ly 
erdlere Cleo 


$19-Ly28 Rervieke 
Aerodactyl (Ist Editi 


$95-Lv16 Promo 
Pil 


$95-Lv12 Promo 
igglyputt (Ist Edition): 


a 
$5-Lv20 Promo Electabuzz 
$7-Lv60 Promo Mewtwo 
$7-Lv13 Promo Pikachu 


— 


ESE CARDS 


PoJo’s Pokémon does NOT sell cards. These pricés are compiled for clarification of relative values 
and what you might expect to pay at a game store or collectible dealer for these cards. 


Many of the Trainer and Stadium cards in these sets have names that are not direct translations of the 
Japanese titles. In some instances, names were given to reflect the card's artwork or function 


BASIC SET 


(Series 1) 


Approximate date initially 
released: spring 1997 


102 Total Cards: 


16 Foil (ultra-rare 
holographic) 

16 Rare (non-holographic) 
32 Uncommon 

32 Common 

6 Basic Energy (no rarity) 


BRRGARORERRE 


Trainer Card 
) Trainer Care 
Card 
Cart 


0 Taner Cad 
0 Trane Card 
0 Trainer Cad 
0 Taine Ca 


—rorel 
EXPANSION 
(SMO A TRAM NRRRTRES yee Approximate che initially 
JUNGLE cacti 
EXPANSION ig uncommon 


(Series 2) 16 Common 


imate date initiall Ry 
oan pat 1997 : m2 


48 Total Cards: 
16 Rare (Foil) 
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Trainer Card Q ‘Ew Persian (?) 
Trane Card Eevee {C) 
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Trainer Card QO Drati 
OB Drager 
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TEAM ROCKET ie 
EXPANSION a= 


(Series 4) Beton 38 
Qt y U 
Approximate date initially Or tm 
released: spring 1998 65 Total C OPinbon 
1 Super Rare (Foil) “Here Comes the 8 
Rockets!” 
16 Rare (Foil) 
16 Uncommon G 
32 Common 


LEADERS 
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(Series 5) 


Approximate date initiall 
Pialeased: fall 1998 , 


debe inf 
em). Cards tet 
60k or 


4 64 card "Gym 


Sypanson booster packs, 


96 Total Cards: 
16 Rare (Foil) 

16 Rare (non-Foil) 
32 Uncommon 

32 Common 
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O Brook's Ninatales | (H) 


QUNW City Gym. (U) 
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(oa < Obie A a} Taner Card 
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Q Erie's Jogiputt . (C) 
Ores Dani... U 
O Erkals Dragorar. H) 
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O Mist's Heal fe) 
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O Misty’s Anger U 
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DER MATHISU (LT. SURGE) CARDS: 


TEAM ROCKET CARDS: 


GYM LEA 


OLLt Suge's Rattata (0) C) 
QLLt Suge's Raticate (U 


Qu 


EXPANSION #2 


Appr oximate date initially 
elbsiee: Summer 1999 

Set are avelabie in fined 64 card "Gym Leaders’ decks, (outynot 

fe taken from Theme Decks do not have farty synibols on them, 

cards ( rarity symbols) are fixed sets and therefore typically lower in 

than the cards [sted here from the Expansion booster packs. 


98 Total Cards: 


1 Super-Rare (non-Foil) ¢ 1 Super- 
Uncommon (non-Foil)16 Rare (Foil) ¢ 16 
Rare (non-Foil) 32 Uncommon (non-Foil) 

© 32 Common (non-Foil) 


MISCELLANEOUS GYM LEADER CARDS: 


Some of the cards 


Cad $1.00 


U fol Tener Cad $2.00 
u m Trainer Cad $2.00 
Wy m Stadum Card $2.00 


Osea enaat. 


O Sebrnais Paycuck ( ™ 
Q Sabrna's Golduck (A) w 
O Sabyinas Abra 1 ¢) P) 
O Savas Kecetre. () e 


O Sabres Askazam. fH P) 


m) Trainer Card $2.00 
a Stadum Card $200 
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TROPICAL ISLAND “SEA” SET 
(TROPICAL SET #3) 

1 
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TROPICAL 
ISLAND & 


RAINBOW 

ISLAND SETS 
Approximate date initially 

released: July 1999 
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TROPICAL ISLAND “SKY” SET 
(RAINBOW SET #1) 
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pack Pease timed wth Pikachu's oS & ne (ex < 
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No rarity symbols on these cards. (they are fixed sets) 


TROPICAL ISLAND “ JUNGLE” SET TROPICAL ISLAND “RIVERSIDE” SET 
(TROPICAL SET #1) (RAINBOW SET #2) 
Pe é é | 
© gf a 
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TROPICAL ISLAND "BEACH" SET ” . 
TROPICAL ISLAND “FIELD OF FLOWERS” SET 
(TROPICAL SET #2) (RAINBOW SET #3) 
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ACTION FLIPZ 


Approximate date initially 
released: June 1999 


Approximate date initial 
Preleased: August 1999 


180 Total Cards: 


90 (non-Foil) ¢ 90 (Foil) 


45 Total Cards: 
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Approximate date in 
: November 1999 


151 Total Cards 


released: 


oo000000000000000000 


BURGE 
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#94 Gengar 
#151 Mew 


#26 Raichu 


Keychains 
#104 Qubone 
#149 Dragonite 


#125 
#74 Geodude 


#106 Hitmonlee 

#115 Kang 

#89 Muk 
#113 FS #140 #34 Ndoking 
#113 Chansey 5,00 Kabuto eee 
35 


#35 Clefairy #33 Nidorino 


oooococceen0nn 


#81 Magnerite 
#174 Tangela 


$4.00 
$2,00 


ooooococco0o0n0 


#130 Gyarados 


oocoooogao 


#148 Snore 
Togepi (no number) 


Launchers 


#59 Arcarine 
Bulbasaur 
#131 Lapras 
Nidoran 
#78 Rapidashy 
#111 Rhyhorn 
#79 Siowpoke 
#128 Tauros 
#03 Venusaur 


23-Karat, Gold- 
PI eT Trading Cards | 


#06 Charizard 


#42 Golbat 
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Authorities turn up the heat on” 
counterfeiters fscin coast to coast 


Welcome, Pokéfanatics, to circulation — every week! The printing facilities” in the 
another episode of Crook ‘n’ seizure included more than half a Hackensack area. Not only were 
Chase. That's right: The topic may __ million bogus cards, freshly the phony cards seized, but so were 
be Pokémon and not TNN‘s prime- printed and ready to.go anywhere _ printing machines and other 
time talk show, but Crook ‘n’ genuine cards go, “counterfeit production materials.” 
Chase is definitely the show Nintendo's New York-based Thirteen arrests were made,and 
Nintendo’s been airing lately. officials, working on information Nintendo quickly congratulated the 
Remember last month when we __ from Wizards of the Coast, tipped _ local authorities for their assistance. 
said Nintendo's U.S. seizures of off Hackensack authorities to the “As a result of the Hackensack 
phony Pokémon merchandise were _ activities of three “suspicious Police Department's tireless 


efforts, this criminal action 
exemplifies Nintendo's 
policy to combat the 
growing international 
problem of product 
piracy,” said Jodi 
Daugherty, Nintendo’ 
anti-piracy manager. 
“On behalf of 
Nintendo, Wizards of 
the Coast and 
Pokémon fans 


soon going to top $20 million? 
Well, the mark was topped 
with a bang. The largest-ever 
seizure of bogus 
Pokémon cards occurred 
last November 30, when, 
faster than you can say 
“Vileplume,” federal 
agents raided three 
warehouses in the 
Hackensack, N.J., area. 

What they found was 
amazing: The raided everywhere, we 
facilities looked like they isis congratulate the 

c a ony products — from tr ‘ 

could pump more than Faustathedia ate i Hackensack Police 
$500,000 worth of phony Department on a 
Pokémon cards into successful raid.” 


Nintendo displays examples of authentic and counterfeit Pikachu bean 


bags at its off dmond, Washington. The real Pikachu (right) ha 


country as counterf 
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A counterfeit Pokémon trading game card (lef) is compared 


to a real one at Nintendo of America in 


The authentic card is thicker, has a more purple tone and 
bolder lettering. Counterfeiting has become such a problem 


that Nintendo h owns the mark: 


Pokemon merchandise) has trained U.S. 


police on how to spot fake 


The Hackensack police had their 
own spin on the day: “This wasn't 
just some little printing press; it was 
big bucks,” said Edward Koeser, 
deputy police chief. 

And, of course, the investigation 
on this one continues. 

What we don’t know about this 
seizure is the quality of the 
counterfeits. 

Pojo’s has heard of fakes that are 
good enough to fool even the 
experts. They pass the famed “light 
test” readily and offer greater 
quality than some of the downright 
silly fakes that first grabbed our 
attention, The larger the printing 
facility, the likelier it is to have the 
high-end photography and printing 
equipment needed to pass a casual 
card inspection. That’s why putting 
an operation such as this one out of 
commission is so important. 

Kudos from PoJo’s to Nintendo and 
Hackensack’s finest. 


Fake-Fighting 
Another recent 
seizure occurred 
much closer to 
Pojo's Chicago-area 
home. This effort, 
on December 8-9, 
targeted a store 
ina strip 
mall on 
Chicago's 


» 
40 
meee northwest side and 


spread “up the chain” to 
include several of the 
store’s suppliers. 
Thousands of fake 
Pokémon products 
were seized. 
Nintendo has 
stepped up efforts 
in Chicago and 
other Midwestern 
locales, since it’s 
obvious that 
millions of dollars 
worth of phony 
stuff has already 
passed into the 
U.S. and worked 
its way through 
the chain. 

Fake-fighting is 
an ongoing battle. Whether it’s 
smaller efforts like this or the 
biggest ones, such as the 
Hackensack episode or the seizure 
of 540,000 phony cards at two Los 
Angeles-based toy wholesalers last 
July, we're all just happy that 
Nintendo makes the effort. 

Every fake taken off the market 
protects the value of your real 
Pokémon items. 


Shedding More Light 

We're going toclarify 
something about that gosh- 
darned light test: It applies to 
the U.S. cards made by 
Wizards of the Coast (WotC, 
but may or may not apply to 
any of the existing or soon-to- 
be-released international 
variations of the game. 

Specifically, Japanese 
Pokémon game cards do not 
pass the light test as practiced 
here, and shouldn’t be tagged 
as counterfeits because of it. 
The Japanese cards are made 
by a different printer than the 
one used by WotC, using a 
slightly different paper. 
(Remember, the Japanese cards 
existed first.) 

The U.S. cards are actually 
two-ply efforts: Two thinner 
pieces of card stock are glued 
together, then trimmed for the 


Renton, Washington. 


ing license for all 
ustoms officials and 


cards. 


final 
result. 
OK, it’s 
three-ply if 
you count the glue as 
a “ply” but — call us 
impetuous — we do 
not count glue. 

The German 
Pokémon game cards, 
on the other hand, 
pass the light test. 
WotC is 
obviously trying 
to make its 
international i 
cards harder | 
to counterfeit " 
than the 
Japanese 
originals. 

By the way, is 
anyone looking for a 
thoroughly peeled German 
Tangela card with 
now-unusable “Klammergriff” 
and “Giftpuder” attacks? 

Check back next month 
and see what's the latest in 
the battle against phony 
Pokémon merchandise. 


You may find this Squirtle plu: 


irresistible, but it’s not legit. Notice 


nC} 
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By Brian Brokaw 


“Will the value of 
my cards go up or 
down over time?” 

That's a question 
we're constantly asked 
at Pojo’s. 

Unfortunately, we 
can’t predict the future 
(but you can bet that 
we wish we could!). 
What we can do, 
though, is monitor real- 
world card sales, report these 
numbers monthly and highlight 
general trends. And here’s what 
we've noticed recently: 

The number of first-edition U.S. 
Base set transactions is steadily 
decreasing. Single first-edition Base 
set cards in mint/near-mint condition 
are rapidly becoming extinct. Part of 
the decrease in transaction numbers 
may stem from a slight waning of 
interest. However, the average Base 
set first-edition card’s transaction 
value has dropped a bit from the 
previous month. 

This “correction” in the market 
also appears with U.S. first-edition 
Jungle and Fossil expansion sets, but 
is limited to no more than 5 percent 
for the average card. Despite the 
minor downturn in first-edition 
singles, full-set transactions are at 
record highs and rarely seem to idle 
for long. The impetus for completing 
those hard-to-finish, first-edition sets 
should be stronger than ever before. 

Most U.S. Unlimited print-run 
singles and nearly all Japanese 
Pocket Monster Card Game cards 
have increased in value the past 


month. The biggest mover is the be found at www.pojo.com. 
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The controversial “Koga” card 
has shot up in value. 


Japanese Gym 2 Trainer card, “Koga’s 
Abnormal Body Skill” (aka “Koga's 
Transformation Magic”). 

This is the much-disputed “manji” 
card, which many Americans say 
has a symbol that resembles a Nazi 
swastika. Consequently, the 
Uncommon card jumped from less 
than $1 to an average of nearly $20 
— and, in some instances, as much 
as $45! 

As always, the most recent price- 
guide information (with ever- 
expanding promo-card coverage) can 


ath 
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Top 10 Cards 


PLAYERS 
(U.S. Cards) 


1. Chansey 

2. Blastoise 

3. Zapdos (Fossil) 
4. Hitmonlee 

5. Hitmonchan 

6. Magmar (Fossil) 


> 
PoJo’s Price Leaders 
(U.S. Jungle/1st Edition) 
Scyther $16 
Wigglytuff $15 
Mr. Mime $14 
Venomoth $13 
Vileplume $13 
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Here's a quick quiz: If you have 
a first-edition “Dracaufeu,” what 
do you have? 

Hint: You'd also have a 
first-edition “Glurak’ (it’s the 
same thing). 

Give up? You'd have a first- 
edition Charizard! 

How can that be? It’s because 
Pokémon has invaded Europe. 
Dracaufeu is the French Charizard 
and Glurak is the German version. 

Unlike the significant changes 
made to cards in the transition 
from Japan to North America, the 
European cards look identical to 
the North American ones. Wizards 
of the Coast (WotC) has the license 
to produce the Pokémon card 
game in Europe. Now, it’s merely 
translating its English-language 
cards into different languages. 

Just like the U.S. packs, the 
European ones contain one foil 
card every three or so packs. The 
wrappers for the packs use the 
same artwork, the cards have the 
same layout, and as long as you 
don’t read them, you'll never be 
able to find the differences. 

Just like with the U.S. cards, 
WotC has released first-edition 
versions of its German and French 
packs. For the first three days of 
production, “First Edition” is 
stamped on the cards. Collectors 
are eagerly seeking out these 
European first-edition cards, which 


Packaging changes temporarily halted 
production of German Pokemon cards, 


A 


eais 


By Catherine Buckley 


1 


sell for $10-20 each; sealed boxes 
go for about $200-300 each. Key 

first-edition cards, like Dracaufeu 

or Glurak, can sell for as much 

as $150. 

For a while, a problem occurred 
with the German release. Since 
other countries’ laws differ in 
what's considered acceptable for 
children, changes had to be made 
to the packaging and production 
stopped for a short time. But 
shipments have resumed and Poké 
fever is in full motion. 

The French version is only being 
distributed in France, but many of 
those cards and boxes are ending 
up in Canada. In fact, there are 
almost as many French-language 
cards circulating in Canada as 
there are in France. Due to strong 
Canadian demand, prices in North 
America for the French versions of 
Pokémon are generally about 5 to 
20 percent higher than their 
German counterparts. 3« 
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80 HP 


40 HP 


70 HP 


60 HP. 


Type: Rare H 


KY 2 

oe 
Strategy Tip 
Try to keep Alakazam on the 
bench to take advantage of his 
awesome Pokémon Power. 


tin 
32 
o¢ 
Strategy Tip 
The highest hit points of any basic 


Pokémon make this egg Pokémon a tough 
shell to crack. 


Type: Rare H 


ting 
323 


Strategy Tip 
Metronome causes more confusion than 
any other card out there. Look for the 


Metronome to be reworded in Basic Set 2. 


Type: Rare H 


a. > 

ae 

Strategy Tip 
Speed Kills, Lays down 20 damage on 
Turn 1, 70 HP. The foundation of the 
Haymaker deck. 


Type: Rare H 


Strategy Tip 
Trade this card away for a better 
foil ASAP. 


=. 
Strategy Tip 


Mr. Mime’s worst nightmare. Can take 
‘out that pesky monster in one shot. 


ee 
Strategy Tip 
Combo Blastoise with Bill and 
Professor Oak to get the energy you 
need to Rain Dance! 


120HP_—_Type: Rare H 


100 HP 


100 HP 


60 HP 


80HP___ Type: Rare H 


Strategy Tip 

The Charizard line can be put in any 
color theme deck, as they all have 
colorless attack. 


Type: Rare H 


Type: 


se 

2 

Strategy Tip 

Here's the Beef! One of the best 

heavy hitters in the game, Teams 
well with Blastoise and a Stage 1. 


Strategy Tip 

A Pokémon Power that needs to 
Machamp to be active. Machamp 
can even do damage on your 
‘opponent's turn. 


Type: Rare H 


se 


Strategy Tip 

Have you seen the Mulligan Mewtwo 
Deck? 56 Psychic Energy and 4 
‘Mewtwo. It can work against your 
friends, but they won't like you anymore, 


Se 
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Strategy Tip 

More deadly than Charizard! Comes 
ut faster and you only discard one 
energy for its big attack. 


Type: UN 


32 


Strategy Tip 

A beefy hitter. We prefer Articuno 
and Gyarados in Rain Dance, but 
this guy is no slouch! 


‘Type: Rare H 


Strategy Tip 
Energy Trans works with any 
Pokémon, even Charizard. 


Type: R 
2 
33 
3 
Strategy Tip 
No retreat cost, two solid attacks 
(especially if you remembered to 
bring the two-headed coins) and not 


a can of Raid to be found. Great in 
plant decks. 


Strategy Tip 

Darn, no Mud Slap! Slash is cool, 
Earthquake is chancy, but 70 HP is 
too low for a stage-one. You're almost 
better flinging Digletts at the enemy. 


Type: R 


32 
Strategy Tip 
A solid attack and a nice Pokémon 
Power to boot. 


J 
323 
Strategy Tip 
This dog'll hunt. Real simple: Arcanine 
will kill any plant Pokémon in one move. 


Four Growlithes and three or four of these 
are tough to beat. 


24 


BOHP ‘Type: 


90HP Type: 


70 HP 


= 


= ==3 


Rare H 


33 


Strategy Tip 

Asility is a great attack that 
only requires one Electric 
energy and two colorless and 
can stop your opponent from 
attacking next turn, 


Rare H 


sa 


Strategy Tip 


Combo with a Basic-set 
Electrode to power up this bad 
bird on turn three! 


32 


Strategy Tip 

Hyperbeam is incredibly powerful, 
but energy-intensive, Some players 
run this colorless line in their 
Haymaker decks. 


Type: R 
&. 2 
32 

Strategy Tip 


Our favorite Basic Pokémon in the 


34 set. He is simply too good. Why 


wasn’t this card a foil? 


Strategy Tip 

A Mirror Move with Pidgeotto? 
Cool. How about resistance to 
Earth Pokémon? Swell. And 
everything else? Weak. 


Type: UN 


~ J 
33 
Strategy Tip 
80 HP make him a tough takeout, but he 


needs a lot of energy to deliver best 
results. His best is real good, though. 


Strategy Tip 

Works awesome in Rain Dance decks. 
Some prefer Dewgong to Gyarados, as 
the evolution is much stronger with Seel. 


‘SSS w Rated higher before Jungle and Fossil hit 
‘roman am the scene, but still dang good. 


30 


Strategy Tip 

Pojo loves Ghost Pokémon. But honestly, this 
level-22 Haunter card is just plain horrible 
— for collecting only. Dream Eater will 

work only 25 percent of the time. Yuck! 


32 


Strategy Tip 


Better have three or four of these in your 


Semi. Psychic deck. Meditate is great when 


you're going in for the kill, and 
Doubleslap’s not a bad basic attack. 


Type: UN 


oe 34 


Strategy Tip 

You'd better be good at tossing “heads.” 
Kakuna’s 80 HP are solid, but there are 
no attacks to speak of. 


Strategy Tip 
There are better fish in the sea. Yuck! 


ee 


Strategy Tip 

Wimpy basic Pokémon worth having 
solely because it maintains its resistance 
to Psychic Pokémon while evolving into 
Dragonair. Oh, and it’s cute, too! 


Type: UN 


Strategy Tip 

Puppy Pokémon? Oh, well. Keep a litter 
around, have ‘em pound the Puppy 
Chow and evolve them into Arcanine as 
soon as possible, 


Type: UN 
@ 
on 


Strategy Tip 

Akkey card in a plant-based deck, but most 
players can do better than 60 HP and 
moderate damage infliction for a stage-one 
Pokémon Vine Whip is a decent attack. 


Strategy Tip 

Good for heavy attacks, since his 
Recover power makes his wimpy 60 
HP seem more robust, Used in some 
anti-Haymaker decks. 


Type: UN 


oo 


Strategy Tip 

You can take out some people with a 
Karate Chop and Submission. But 
you'd better do it quickly; Hit Points 
pile up quickly on Machoke. 


Strategy Tip 
Two very nasty attacks for a 
Basic Pokémon. 


—_ 


Strategy Tip 

Double Kick and Horn Drill inflict 
damage. But the 60 HP and 
weakness to Psychic attacks tem- 
per his power. 


Strategy Tip 

Is this an Origami Pokémon or 
what? Conversion can work to 
your advantage sometimes, but the 


ay 30 HP is too low. 


Strategy Tip 

Eventually, Seel will be Dewgong, 
And 60 HP is decent for a Basic. 
Hey — we alll know you can’t hurry 
evolution. 


Strategy Tip 

Asilly litle Basic mindreader, but 
still a good benchwarmer for 
Psychic decks, That's because he 
evolves into Kadabra. 


Strategy Tip 

Caterpie is a good first attacker 
in a Grass deck, as paralysis is 
a nasty side effect. 


Strategy Tip 

Mud Slap is a solid attack for a Basic 
Pokémon. Hit Points are weak, but 
some players love throwing these 
things at the enemy. 


Strategy Tip 
Undependable attacks, and 
low Hit Points. Better Stage- 
‘one Water Pokémon exist. 


Strategy Tip 

Oooh. ..Super Fang is nice! 
Unfortunately, you have to put up 
with 60 HP to get it. Not a current 
fave in any of the Big Three decks, 
but it has potential. 


Strategy Tip 
We prefer Pokémon Breeder in our 
decks and skip right to Blastoise. 


Strategy Tip 

Leech Seed can be a powerful 
attack. For two Grass energy, you 
net a 30 damage advantage, And 
the evolution line is fairly powerful, 


39 


| Strategy Tip 


at Charmander’s entire evolution is 
sess | essentially colorless and can be 
added to any deck, 


Strategy Tip 


—s Resistance to Fighting, free retreat 
cost and 50 HP. Not a bad Basic 
By Pokemon tee. 


Strategy Tip Strategy Tip 

Toilet paper material. Better 3 Keep this Level-8 Gastly in the 

Psychic Pokémon all around. shoebox and put the Level-17 Fossil 
Gastly in your deck. 


= 


Strategy Tip Lael Strategy Tip 


Koffing’s Foul Gas can provide a no-lose 3 Machop works better when you don’t 


attack. And the 50 HP are all right for a 
Basic Pokémon. 


Strategy Tip 
Magnemite is the Death Wish Pokémon. 
‘Why? Because it does loads of damage at 


Strategy Tip 
Strong-but-undependable attack. 
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Strategy Tip 


Tastes just like chicken! 


Strategy Tip 

The building block of many good 
Water decks, with a minor-league 
but still effective Water Gun attack 
and acceptable Hit Points. 


evolve it, 


Strategy Tip 

This Pokémon is a stage-one 
evolution of Caterpie with the same 
substantial limitations. 


‘Type: C 
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Strategy Tip 

90 HP for a Basic? It comes at a cost 
Retreat cost is high and Rock Throw 
isn't exactly a killer attack, On the 
other hand, Harden can keep him 
out there a while. 


Type: C 


Strategy Tip 

This is a good Basic Pokémon. And, as 
we all know, this popular Pokémon is 
just as cute as can be! 


Strategy Tip 

For a mere two Fire energy you can 
suck 30 HP from your opponent (60 if 
a Plant Pokémon) and it costs just one 
Double Colorless for a 20 move. 


Strategy Tip 

32 | This Pokémon has bite. 
Unfortunately, though, its 30 HP 
restricts itto the bench more often 
than not. 


Type: C 
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Strategy Tip 

Blastoise has to come from 
somewhere. Withdraw attack 
works here, too. The best Water 
decks are full of Squirtle. 


Type: C 


Strategy Tip 

Isn't this strange? This Basic 
Pokémon is better than its 
evolved form! 


Strategy Tip 

This is a good bench Pokémon because 
‘of what it becomes (Electrode) — not 
what it is (a basic Pokémon wimp). 


Weedle’s Poison is a nasty side 
effect in the early gate and a 
surprise tactic in the later game. 
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o¢ 
Strategy Tip 
Computer Search is a useful card 
because it helps you to tailor your 
hand to the opposition. 


) 


Strategy Tip 

Useful against Lightning 
decks, otherwise mostly not 
useful — even on the bench, 
Sand attack is one of the 
wimpier moves out there. 


Type: C 


Strategy Tip 

Wouldn't you like just a little 
more out of your Pokémon when 
you evolve them? 


t Strategy Tip 
You'll get solid attacks with 
Tangela. However, the attacks 
probably cost way too much for 
what they deliver. 


Strategy Tip 

Confuse Ray is expensive. Solid 
Hit Points brings it into considera- 
tion, but it's useful only if you 
know what to do with Ninetails, 


Strategy Tip 

What can you do with this little 
doll? Try using it to soak up a few 
Hit Points while you are regrouping. 


Strategy Tip 


A last-ditch tactical card you should 
use only when you have a powerful 
stage-one or stage-two Pokémon in 
imminent danger. Easy pull from packs. 


Strategy Tip 


Play it when you think your opponent has his, 


hand and attacks all set. Watch his face for 
signs of confidence, then...ZINGGGGGG! 


Strategy Tip 

More useful since Fossil hit the 
scene. Useful against those “run 
you out of cards" decks. 
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Strategy Tip 
Lets you go get the perfect Pokémon for 
your current situation. 


Strategy Tip 

Short-circuit a Zapdos. Dry out a Poliwrath. 
You can get your opponent really, really 
angry by using the Super Energy Removal. 


Strategy Tip 
This card has gotten more and more 
useful as the expansions come in. 


Strategy Tip 

Here’s how it always works: You shuffle 
ina Magikarp and a Clefairy Doll and 
get...Magikarp. Ugh! 


Strategy Tip 
‘One in your deck is great for finding 
the perfect card in the late game. 


Strategy Tip 
This card is essential in the 
Blastoise Rain Dance deck. 


3 
Strategy Tip 
A fantastic card. Chansey has 10 
damage counters on it? Not anymore! 


Strategy Tip 

Use this Defender Trainer card to 
augment the Hit Points of your 
high-powered, low Hit Point 
attack cards. 


Strategy Tip 
Other Trainers are much more useful 
in your deck. 


é 

Strategy Tip 

Make wimps into semi-wimps and 
powerhouses into untouchables. It's 
amazing what 10 extra damage can do. 


o. 2 
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Strategy Tip 
A card that can make your opponent's 
draw drop in an instant. 


3s 


Strategy Tip 

You can start planning your future 
with this Trainer card. It's useful 
when you're in a long, tough game 
and need to plan ahead. 


Type: UN 


Strategy Tip 

Useful only if you have dead 
Pokémon you want revived and a 
spot on the bench. This card pro- 
vides a good late-game move. 


A common gets a 5.0 rating. YUP! It 
sure does. Can you say "Card 
Advantage"? 


Strategy Tip 

A very useful card. Blow in a low- 
Hit Point Pokémon from your oppo- 
nent’s bench for a light snack. 


Strategy Tip 


This Trainer card is Gust of Wind in 


reverse. That's not good if your bench con- 


sists of Magikarp, Caterpie and Porygon. 


"Type: UN 


Strategy Tip 

This is an odd, unessential 
escape card that does not 
help as much as many other 
Trainer cards. 


Strategy Tip 
Great in many decks, but it takes some 
skill to use correctly, 


ss 


Strategy Tip 

‘The Super Potion Trainer card offers a 
fair trade — assuming that you're high 
on both energy and damage. 


33 
2 

Strategy Tip 

Although this card doesn't get your 

‘opponent as mad as Super Energy 

Removal, itll get him or her angry 

enough. 


Type: C 


Strategy Tip 

Like the name implies, it’s not as 
good as having a Super Potion card 
This card is less expensive but less 
powerful. 


3 
3, 3 
Strategy Tip 


A commonly misunderstood card. You 
can only have four or fewer of these in 


your deck because they're not Basic ener- 


ay. A great card for colorless attacks. 


Alakacharbot (Height: 8’, Weight: 1000 Ibs) 
By Cody Brigan, 12, Minnesota 
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‘ Snike (Height: 6, Weight: 0 Ibs) 


By Joseph White, 9, Missouri 
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Pikaboo (Height: 3') 
By Justine Dinardo, 10, Ontario 


PLAY IT AGAIN; SAM! 
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HOW TO ORDER: ara : i _ ion 

Please complete the coupon below in block letters 4 A ‘ 7 
and send your application, with your postal order Pp "ae : y 
or crossed cheque, payable to JWA Ltd., PO Box 5 a a . 
5553, Brightlingsea, Essex. CO7 OFB ins. j x inc. Hl 1icx 80x 10 oRDER. | 
Game Vault 1= ring Pitfall, Return To Zork, Shanghai 2 and Earthworm Jim. ] 
Four must-have favourites for just £17.90 p&p inc. I Tick Box To oRDER 
Game Vault 2 — Zork Nemésis, Spycraft: The Great Game and Time Commando. 


Or debit my Mastercard/Visa/Switch/Delta card by £...... 


3 excellent action-packed advntures for just £17.90 pap ino. | Tox Box To onneR 
Game Vault 3 - featuring 4 ree a lations: 3 Atari Action Packs containing 42 different 
gamesyplus the Commodére 64 collection; 15.game classics. 

57 brilliant games in total, forjyst £17.90 panne. Ii Tick Box To ORDER 
Front Line Fighters — 3 award winiting games witlreqhanced 3Dfx graphics, Apache, Hind and iF-16, 
the very best in super-simulation, for just £19.90 p&p Wl Tick Box To onDER, 
Mech Warrior 2 Battlepack — a terrific, award winning combat simulation trilogy! a 
Mechwarrior 2, Mechwarrior 2 Expansion Pack and Netmech. A truly spectacular 

collection for just £21.90 p&p inc. Bo Wi Tick Box To onDER 
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